Knowledge economy market development mapping study by Wright, Natalie et al.
                           FULL REPORT        |	  	  	  ||||	  	  	  	  	  	  	  	  	  	  ||||	  	  |	  	  |	  	  	  |	  |	  	  	  	  ||||||||||||	  	  	  |||	  	  	  |	  	  	  |	  	  |||||||||||	  	  	  |	  	  ||||||||||	  © 2013	  	  |	  
 
 
 
 
 
 
 
 
 
 
 
 
Knowledge 
Economy Market 
Development 
Mapping Study 
 
 
  
 
 
 
 
Knowledge Economy Market Development Mapping Study 
 
 
 
This study is supported by the Visual Arts and Craft Strategy, an initiative of the Australian, state 
and territory governments, and supported by Arts Queensland in the Department of Science, 
Information Technology, Innovation and the Arts. The study is proudly endorsed by 
QUEENSLANDERSIGN™, an initiative of the Queensland Design Council. 
 
Final Report | July 2013 
 
Project team (Lead) 
QUEENSLAND UNIVERSITY OF TECHNOLOGY 
Creative Industries Faculty 
School of Design 
Natalie Wright (Project Leader)  
Rebekah Davis (Project Researcher) 
Professor Sam Bucolo (Project Advisor)  
Partner 
QUEENSLAND GOVERNMENT 
Arts Queensland 
Department of Science, Technology, Innovation and the Arts 
 
 
 
               
 
 
	  
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Using creativity and design-based 
thinking to solve complex 
problems is a distinctive Australian 
strength that can help to meet the 
emerging challenges of this 
century.  
 (Commonwealth of Australia, 2012:2)
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EXECUTIVE SUMMARY 
BACKGROUND: DESIGN EDUCATION FOR THE 
KNOWLEDGE ECONOMY 
In an increasingly complex and participatory society, we 
cannot rely solely on dedicated teachers to deliver the 
understanding and personal qualities young people will 
need to survive and thrive in the twenty-first century 
(Bentley, 1998). Education needs to focus on the 
connections between schools and society, relating 
learning to the challenges of adulthood and the building of 
networked communities or ‘collectives’ around shared 
interests, and giving young people exposure to a wide 
range of contexts, role models and experiences of genuine 
responsibility. This involves a “new landscape of learning” 
that extends beyond the classroom to address the 
pressing challenges of survival in an information society, of 
promoting active citizenship, developing employability and 
tackling underachievement and social exclusion (Bentley, 
1998).  
The future success of economic activity in Australia 
depends on the capacity of individuals and organisations 
to transform by increasing their flexibility, and adaptability, 
and embracing innovative, knowledge intensive industries. 
“In the last twenty years, we have moved from the post-
industrial economy to the information economy to the 
digital economy to the knowledge economy and now to 
the ‘creative economy’” (Peters and Araya, 2010:xx). This 
transformation away from labour intensive ‘smoke-stack’ 
industries towards a knowledge intensive and creative 
organisational focus fuelled by human imagination, is 
dependant on a number of factors, the most significant 
factor being, the utilisation of a decentralised, networked 
and multi-skilled workforce. The emergence of a 
knowledge-based economy is elevating the importance of 
creativity - this is because creativity is central to realising 
economic and social value (Seltzer and Bentley, 1999:17). 
If “creative people are indeed the chief currency of the 
emerging economic age” (Florida, 2004:28), new cross-
public-sector strategies, systems and policies need to 
urgently consider the significant potential role of design as 
an underlying infrastructure to be cultivated, to underpin 
future global competitiveness and sustainment, and attract 
a new “creative class” population.  
An international analysis of design education policy (Design 
Commission, 2011) highlights that governments and 
international organisations are increasingly valuing design 
 
 
 
 
 
 
 
 
 
 
INVESTMENT IN 
INNOVATIVE 
TEACHING AND 
LEARNING AT 
SECONDARY LEVEL 
WILL BE CRITICAL IN 
THE DEVELOPMENT 
OF A SKILLED, 
FLEXIBLE AND 
CRTICIALLY AWARE 
COMMUNITY  
Survey participant 20 
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as a tool to promote innovation and development (Patrocinio and Bolton, 2011). The 
European Design Leadership Board (European Union, 2012) highlights six different 
areas for strategic design action towards growth and prosperity, including the 
education system, indicating a clear trend towards toward design integration across 
and between disciplines and stakeholders. Finland is ranked as one of the top 
performing countries in terms of the quality of its education system (OECD, 2012b) and 
has dramatically improved its global competitiveness due to the high cultural value 
placed on design and creativity across all levels of education, industry and practice. The 
United States is also viewed as a world leader in interdisciplinary design education 
initiatives, particularly at the primary and secondary level. Design has been included in 
the National Curriculum in the United Kingdom since 1988. In the Asia Pacific region, 
Singapore, South Korea and Hong Kong are re-examining design education at all levels 
to ensure delivery of a workforce for future industry innovation.  
The inaugural United Kingdom’s Design Commission report, Restarting Britain – Design 
Education Design and Growth, recognises that design develops appropriate 21st 
century practical and intellectual skillsets, and entrepreneurial and enterprising 
behaviours (Design Commission, 2011:25-27). Design as a component of a general 
education is internationally recognised to have the capacity to give young people a 
framework for creative and critical thinking, while developing a resourceful optimism, 
motivation and sense of agency, morality and citizenship. It also has the potential to 
provide an extra visual language for communication, and unlock practical competencies 
in non-academic and underachieving students, thereby helping to tackle social 
exclusion (2011:28). The development of generic design competencies, through a 
universal education to build societal engagement, will educate future generations of 
consumers about specialist processes, skills and supply chains, and mobilise activity 
that will support global sustainment. 
 
It is also internationally understood that design professionals, due to an “epochal shift in 
the balance of agency” influenced by economic, social and technological change (Cope 
and Kalantzis, 2010:591), must now engage in ‘user-centred’, ‘participatory design’, 
and more frequently, design activism and redirected practice. In order to create value 
for industry and business, and navigate these new territories, there is a need for tertiary 
design education to prepare design professionals with the skills and knowledge from 
the four domains of science and technology, design, art and hermeneutics (Roos, 
2012), as well as the “art of human engagement based on ethics and care” (Friedman, 
2012:150). Moreover, design thinking is being acknowledged by increasingly diverse 
professionals and industry leaders as a wider strategy to enable innovation across all 
sectors, including education. Design in all levels of education must be conceived of as 
interdisciplinary and even metadisciplinary (Cope and Kalantzis, 2010:587). 
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Despite this prevailing backdrop, Australia’s activities in 
this area are limited due to the absence of a National 
Design Policy. While it is well regarded as a high 
performing country economically, much of this has been 
attributed to an unsustainable mining sector boom. The 
World Bank Knowledge Economy Index (KEI) data for 
2011, ranks Australia second (KEI 9.71) for education 
(based on three variables of adult literacy rate, secondary 
enrolment and tertiary enrolment) and 19 for innovation 
(KEI 8.92), behind some of its Asia Pacific neighbours (The 
World Bank, 2012). This highlights the urgent need for 
Australian institutions, governments and industry to 
engage in deeper collaboration in order to generate, 
disseminate and apply knowledge generated by design, to 
build a reputation in manufacturing innovation (Prime 
Minister’s Manufacturing Taskforce, 2012).  
The National Cultural Policy Creative Australia, recognises 
design-thinking as “a ubiquitous capability for innovation” 
(Commonwealth of Australia, 2013:90) in the Asia Pacific 
century, and commits to “ensuring the talent and 
entrepreneurial drive can be translated into further 
sustainable business and high skilled jobs” (2013:92). 
However, currently this document does not directly 
reference how these skills, behaviours and mindsets will be 
cultivated through education for future sustainment. The 
new Australian Curriculum: the Arts, which will provide a 
universal arts education for lifelong learning through 
access to music, media arts, dance, drama, and visual arts 
(2013:47), does not explicitly include design. Nor is design 
yet recognised in the education context as a vehicle for 
facilitating ‘higher-order thinking’ and complex problem 
solving abilities.  For this reason, there is a need for 
infrastructure to be developed to allow prototyping for 
social innovation in the education sector in Australia. There 
are various successful government, industry and institution 
driven initiatives in design education and research 
happening across key states including Victoria, Tasmania 
and New South Wales. This report is designed to capture 
those happening in Queensland. 
RESEARCH PURPOSE 
With the absence of a national framework, Queensland 
must be positioned as part of the Asia Pacific knowledge 
economy, by demonstrating leadership in valuing, 
prioritising and measuring the success of design and 
creative industries education across all levels. With this 
agenda, The Knowledge Economy Market Development 
Mapping Study was commissioned by the Queensland 
Government Arts Queensland to garner a direction for 
future prioritisation and funding of design education and 
research activities and to drive market development in 
 
 
 
 
 
 
 
I BELIEVE DESIGN 
EDUCATION IS 
ESSENTIAL IN 
ENACTING POSITIVE 
CHANGES AT A 
CULTURAL LEVEL 
FOR QUEENSLAND.  
I BELIEVE THE FULL 
BENEFITS 
(ECONOMIC, SOCIAL, 
CULTURAL) WILL 
NOT BECOME FULLY 
EVIDENT UNTIL 2020 
ONWARD 
Survey participant 18 
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Queensland. The study responds to the successful and internationally applauded 
Queensland Design Strategy 2020 and its whole-of-government framework objective to 
“build design knowledge and learning” (Arts Queensland, 2009). The study contributes 
to design practitioner/design sector development by establishing a platform to assist 
the Queensland Design Council (strategic advisory body which informs the Queensland 
government’s design agenda) to visualise current activity, assess existing programs and 
funding, and advocate for the development of new programs, projects or strategies 
(with appropriate funding). This is necessary in order to address deficiencies responding 
to future knowledge economy demands in design education and research in 
Queensland.  
By examining activity in design education across primary school, secondary school, 
tertiary, continuing professional development and postgraduate research, this study 
demonstrates the breadth of public engagement in design, and a growing demand for 
products, services and strategies to broaden this engagement for future generations. 
The findings presented in this report have the potential to unlock the innovative 
capabilities of Queensland academic institutions, the education sector, government 
departments, cultural institutions and industry through the promotion and development 
of interdisciplinary practice. 
The study builds on a vision for design education tabled in the National Cultural Policy 
Discussion Paper: Response by the Queensland Design Council (2011) and Creative 
Australia’s failure to address how design and design thinking capabilities will be 
developed for lifelong learning and to drive creativity and innovation. The study was 
designed as an initial phase, with the aim to build momentum for future academic 
research supporting the need for design thinking and creative practice to be embedded 
in education at all levels. It is anticipated that the findings presented in this report will 
encourage other state government departments to contribute to the development of a 
comprehensive and rigorous national resource pool of academic support literature. This 
would demonstrate the need for education policy to acknowledge the critical role of 
design thinking and practice in education, in fostering future productivity and 
community. 
RESEARCH METHODS 
This study began in July 2012 with a review of national and international design 
education programs, and a scan of literature and relevant government and resource 
sector information. To complement this information, key targeted stakeholders 
representing Queensland design professionals, government, academia (tertiary) and 
teachers (primary and secondary) were encouraged to participate in an online survey. 
The survey was designed to gather information about design education and research 
programs, and gauge participant perceptions of these programs in Queensland. Given 
Queensland’s geographical scale and unique reliance on industry clusters in regional 
centres for economic growth (Queensland, n.d), the survey was distributed across 
Queensland, including both urban and regional areas that spanned Mt Isa, Cairns, 
Emerald, Chinchilla, Quilpie, Toowoomba, Gold Coast, and Brisbane. A total of N=40 
respondents completed the survey, including participants from primary, secondary, 
tertiary, postgraduate and research level engagement, as well as continuing 
professional development, yielding a response rate of 28% (13% regional responses).  
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Following on from the survey, two focus groups and an in-
depth interview with self-selected key stakeholders who 
participated in the survey, were conducted. Participants 
included representatives from primary, secondary, tertiary 
and professional design education programs, as well as 
recent tertiary graduates. This provided an opportunity to 
discuss more pointed issues surrounding design education 
and research in Queensland. It also offered a chance for 
an extended discussion with Queensland’s regional 
sector. 1  The focus groups resulted in rich, interesting 
discourse on a number of levels and allowed for a greater 
understanding of the following: 
 The role and value of design education and 
research 
 The current and future challenges for design 
education and research facing related sectors  
 Who is responsible for driving design education 
and research program development  
 How the Queensland Government or the 
Queensland Design Council can support future 
development 
 The impact design education programs have on 
the broader economy 
 The role of design thinking and practice in 
education and the relationship between this and 
future productivity 
 Future opportunities for design education and 
research programs 
THE QUEENSLAND DESIGN EDUCATION 
LANDSCAPE 
Servicing a current population of 4 585 776 (Queensland 
Government Treasury and Trade, 2012), collectively there 
are 1,239 State Schools (including prep, primary, 
secondary and special schools) in Queensland, the 
majority of which are located within the Metropolitan and 
South West regions. The Action Plan for Rural and Remote 
Education 2011-2015 (Queensland Government, 2010a) 
highlights that approximately half of the state schools cater 
for almost a quarter of the state school students in rural 
and remote areas. This equates to approximately 616 rural 
and remote schools. In 2011, 18% of Australian primary 
schools (1708) were in Queensland (ABS, 2011). Most 
notably, Queensland has a higher proportion of small 
regional primary schools than other states in Australia 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
1 The State of Queensland is unique. Unlike other states of Australia in which 
rurality is resulting in ‘mothballing’ of small regional schools, the vast nature of 
Queensland requires the sustaining of small and remote schools. Queensland’s 
unique position regarding its regional sector must be considered when developing 
design education and research programs. 
 
 
 
 
 
 
 
DESIGN OFFERS A 
DIFFERENT 
PARADIGM. AND 
DESIGN EDUCATION 
SEEMS TO 
ENCOURAGE THAT 
DIFFERENT 
PARADIGM OF 
THINKING  
Focus group participant 6 
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(McCollow, 2012). This provides unique challenges and opportunities for Queensland, 
different to other states of Australia, to develop programs that can be easily transferred, 
shared and disseminated across schools and regions. Initiatives such as the 
Queensland Government Smart Classrooms initiative and The Learning Place provide 
opportunities for schools to connect, share and collaborate, utilising resources freely 
available through digital technologies.  
In 2011 there were 494 secondary schools registered in Queensland (ABS, 2011). Of all 
state schools in Queensland, 15% are secondary schools, 4% special schools, 7% 
combined primary and secondary, and 74% primary schools. This is a concern, given 
the need to increase secondary and tertiary enrolment figures to drive innovation in the 
knowledge economy.  
Currently, design is not delivered as an Overall Performance (OP) Ranking subject for 
immediate university entrance in schools as part of the National Curriculum. 
Queensland primary and secondary teachers operate within strict pre-existing teaching 
frameworks and benchmarks including NAPLAN (National Assessment Program for 
Literacy and Numeracy), Australian National Curriculum, C2C (resources assisting 
teachers in implementing the National Curriculum in the classroom), and Queensland 
Professional Standards for Teachers. The Queensland Studies Authority (QSA), a 
statutory body of the Queensland Government, provides Kindergarten to Year 12 
syllabuses, guidelines, assessment, reporting, testing, accreditation and certification 
services for Queensland schools. Some aspects of design exist within the syllabuses of 
Graphics, Visual Arts and in limited schools, Industrial Technology and Design (formerly 
Manual Arts).  
Pimpama State Secondary College aims to produce digitally literate, effective 
communicators and 21st century learners through the teaching of design thinking 
across curriculum, as implemented via the Education Queensland mandated research-
validated pedagogical framework. Other teachers are delivering design education 
programs in Queensland by taking their own initiatives to integrate design within existing 
subject areas and learning benchmarks. The Queensland Government/State Library of 
Queensland initiative Design Minds provides a professional development and online 
support platform for a statewide and international community of teachers and 
academics to connect and share resources/toolkits for design education.  
There are nine universities across Queensland and eight offering programs related to 
design education in 27 campuses. In each of these universities, design education is 
offered across a variety of levels including: Graduate Certificate, Bachelor, Graduate 
Diploma, Honours, Masters (Coursework and Research), as well as Doctor of 
Philosophy (Research). All of these universities offer Higher Degree Research programs 
with design as a potential research theme, however Bond University does not offer a 
PhD research program.  
QUT is the only Queensland university that offers a fully accredited landscape 
architecture and a fashion design Bachelor degree program, double degrees in 
business/fashion design and business/interactive & visual design, and a Master of 
Design (Research) program in practice-based design led innovation. There is no other 
specific tertiary sector interdisciplinary/cross-disciplinary design, design management, 
strategic design or design leadership program offered in Queensland. Griffith University 
differentiates its interior design, product design and visual communication design 
courses under a Bachelor of Design Futures program (articulating to a Masters of 
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Design Futures) which acknowledges that designers are 
moving beyond the role of service providers to be change 
agents, research based practitioners, critics, entrepreneurs, 
theorists and strategists. Bond University offers the only 
undergraduate program in urban design at its campus in 
the Moreton Region, and QUT offers a coursework Masters 
program in urban design in Brisbane. Three universities 
offer undergraduate and Masters programs in architecture, 
however these are all delivered in the South East 
Queensland region. The majority of regional undergraduate 
design programs offered in Queensland universities are in 
the disciplines of digital media/multimedia design, games 
design and graphic design. CQU and USQ are the only 
universities offering distance design education programs.  
A number of TAFEs and private colleges offer design 
courses in Queensland, however these are largely delivered 
in South East Queensland. Some of the private colleges 
also offer Bachelor degree programs. TAFE Queensland is 
the largest provider of design courses in regional areas in a 
variety of disciplines, however these are limited to the 
Moreton and Darling Downs regions.  A limited range of 
design courses are provided in the Moreton Region only by 
private colleges in fashion design, graphic design, and 
interior decoration/design.  Distance education courses are 
provided by CATC Design School in graphic design and 
interior decoration/design. In Brisbane, international higher 
education is the largest export industry. Estimates indicate 
that $2.27 billion in course fees was acquired in 2010, plus 
a further $4.11 billion in non-course related spending 
(Study Brisbane, 2012).  
SURVEY AND FOCUS GROUP FINDINGS 
Compiled from survey and literature scoping data, the 
study highlights 54 tertiary and national curriculum-
independent design education/research programs that 
have been conducted since the inception of the 
Queensland Design Strategy 2020 (Arts Queensland, 2009). 
14 of these programs were offered at a regional location. It 
is evident that Queensland has cultivated a strong culture 
around design education for secondary education thorough 
cross-sector and cross-disciplinary engagements. It also 
has proactive professional design institutes providing 
continuing professional development programs for 
designers. More work, however, is required to develop and 
capture activity in the primary education sector and in 
regional areas, particularly where tertiary design courses 
are not provided.   
As evidenced by accounts gathered by survey participants, 
design education programs in Queensland have had 
various beneficial impacts to both individuals and 
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organisations, with potential long-term value for the greater public in Queensland. 
Switching on to design intelligence, students have acquired a refreshed sense of self 
and community, new understandings of place and people, and a different way of seeing 
and being in the world. Design education has empowered and motivated them to be 
active, productive, confident, and inclusive citizens. It has engaged their curiosity, 
provided broader awareness, and encouraged purposeful experimentation towards 
lifelong learning. It has given them an extra visual language for communication and 
collaboration. Most importantly, it has inspired various career pathways in and beyond 
the creative industries, and the pursuit of tertiary qualifications so critical to drive the 
knowledge economy.  
 
For teachers and professional designers in Queensland, design education/research has 
provided professional development opportunities and inspiration and reinvigoration for 
their practice. It has inspired enquiry-based learning and more teamwork activity in the 
classroom, as well as learning beyond the classroom facilitated by purposeful 
community partnerships with schools, industry and the tertiary sector. Schoolwide 
curriculum and pedagogical frameworks have been rewritten. Communities have been 
strengthened through youth engagement, interaction and consultation, and design 
research positioning Queensland in a global context.  Industry has reflected on, and 
changed business strategy for innovation, through the influence of design 
education/research programs.  
Responses to the survey generally emphasised the passion of participants in design 
education and research programs, with 82% understanding the value of such programs 
and 92% strongly or somewhat agreeing they would like to participate in more 
programs. The value of these programs for students was also emphasised, with 97% of 
the respondents strongly or somewhat agreeing that student participants enjoyed the 
programs and 60.5% strongly agreeing that they benefit greatly from them. Despite this, 
over half (55%) of respondents somewhat agree that student participants are capable 
of understanding the value of the program/s. Finally, 84% strongly and somewhat agree 
that student participants would like to participate in more design education programs. 
73% of respondents strongly agree that staff/facilitators who have assisted or co-
organised design education programs have enjoyed participating, and almost all (92%) 
indicated that they strongly or somewhat agree that staff/facilitators benefit greatly from 
these programs. Well over half (71%) strongly agree that staff/facilitators are capable of 
understanding the value of the programs. However, 13.5% indicated that they rarely 
have other staff/facilitators from their school/organisation enquiring about design 
education programs. 
A clear challenge facing most programs is the provision of ongoing funding. Many 
participants highlighted underlying, systemic support from the State Government, as 
important. Over a quarter (32%) of participants strongly disagree that design education 
programs require minimal resources. 63% strongly or somewhat disagree that they 
require minimal external support. Well over half of participants (65%) strongly disagree 
or somewhat disagree that design education programs require minimal internal support.  
For regional respondents, additional concern centred on “a general misunderstanding 
of the importance of the impact of design in education and its role in rural areas” 
(Survey Respondent P31). In addition to continuity of funding, participants also cited 
other factors such as resources, workload, teaching ratios, lack of teacher autonomy 
and National Curriculum as points of concern. Most respondents (84%) strongly or 
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somewhat believe their school/organisation understands the 
value of design education programs and almost half (45%) 
strongly agree that their school/organisation supports these 
programs. However, in terms of program expansion, 22% 
indicated they strongly or somewhat disagree that their 
school/organisation is working hard to increase the number of 
design education programs. 60% strongly or somewhat 
disagreed that the programs are easy to organise. 
Participants also indicated the broad social, economic and 
community impact from positive experiences with design 
programs (94% strongly or somewhat agreed), however, the 
key challenges to ensuring program success are the over 
reliance on individual (often volunteer) commitment, greater 
involvement of the wider design community, and teacher 
uptake. For the most part, survey participants indicated 
participation in somewhat generic design education activities 
that focus on bringing awareness of the role of design in 
fostering creativity and the ‘process’ of designing as a tool to 
empower and problem solve.   
Perceptions about Design in the Knowledge Economy 
Questioning the motivation for this research study, one 
respondent voiced concern for the priority of design 
education not to feed the economy, but to urgently address 
systemic environmental challenges. Other respondents were 
in agreement with a wider mission for design education and 
its participatory benefits. In this regard, it was evident that the 
perceived value of design education is that it provides an 
opportunity to challenge current educational models for 
broader societal change.  Current education systems are 
perceived as inefficient and centred on ‘wrote learning’, which 
does not encourage discovery, exploration or critical thinking. 
As this is viewed as a systemic challenge, discussion centred 
on how to make design thinking intrinsic and cross-
disciplinary. Participants generally agreed that design 
education is less about educating designers, and more about 
skilling thinkers, leaders and strategists. ‘Design Leadership’ 
of a non-discipline specific design process, was flagged as a 
new emerging discipline.  
Demonstrating the economic value of the “intangible asset” of 
design was viewed as a key challenge to design engagement 
and registering with government representatives. ‘Design’ as 
a word and the use of language to describe design was also 
discussed as a future challenge. 
Planning for the future 
It is apparent, given the interest in this study and the extent 
and quality of design education programs developed since 
the implementation of the Queensland Design Strategy 2020, 
that participants are reliant on the government to have the 
 
 
 
 
Designers will play 
a key role in new 
types of economic 
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(Guellerin, 2012) 
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foresight to implement and retain long term design and education policy. However, it is 
perceived that the departmental government structure and political terms limit the 
capacities of stakeholders to work towards integrated holistic and long-term solutions 
for design and education. It was agreed that to enact a cultural change involving the 
integration of design in generic education at all levels, evidence-based research 
communicating the value of design in preparing the next generation to be multi-skilled, 
is urgently required.  
It was acknowledged that opportunities for design practitioners to engage with local 
educational institutions are limited, but improving. Discussions centred on the 
development of economically sustainable and engaging design programs and initiatives 
independent of government as a primary source of funding, resource and promotion 
support. Participants also discussed the need for development of new growth 
industries for future generations, and the importance of ensuring that education and 
technology are viewed as central to this growth.  
Education and curriculum development 
Curriculum was seen to be a key driver or enabler for change in thinking, particularly in 
regional areas. It was deemed a responsibility for academics to evolve and develop their 
curriculum accordingly, in conjunction with industry and community. Participants 
discussed the challenges in primary and secondary school education surrounding the 
limited capacity of educators to develop and innovate curriculum. Comments about the 
new National Curriculum highlight concerns for the future of design related programs 
within primary and secondary education in Queensland. Discourse centred on the 
conflict surrounding education structures and the challenges of engaging holistically 
with design education programs, and potential mechanisms for professional (design 
industry) and educational (teacher training and community education programs) change. 
Tertiary sector development 
A key challenge facing the tertiary sector is defining the contribution of design education, 
and acknowledging and accounting for graduates. Specifically, the distinction between 
design thinking and design research was highlighted as a challenge. It was 
acknowledged that the translation of tertiary sector work (research) into a tangible 
output for industry (practitioners), can be improved. Moreover, the need for the tertiary 
sector to better communicate to students/graduates that design is more than seeking 
employment in one specific discipline, was discussed. It was implied that design can 
cross disciplines and boundaries, and that this is accepted within the academic 
community, however, it was acknowledged that this isn’t always so well communicated 
to students and industry alike. 
Akin to this, was the discussion by participants, surrounding the challenge of graduates 
who are ‘job ready’ and the “tension between being job specific and theoretical design 
thinking”. Academics and professionals alike argued, “we need to educate 
professionals” to better understand the concept of design thinking, and that when 
embarking on course design, academics need to understand the challenges of industry 
and “keep coming back to the touchstone of what practitioners do” (Participant 10). 
However, the goal of educating for future practice and future global challenges was also 
briefly discussed. Participants debated the merits of ‘training’ for an industry that is 
rapidly changing. Industry too, was worried about the over-abundance of graduates 
and the lack of available opportunities.  
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More broadly, it is evident that all sectors - primary, 
secondary, and industry – rely on the tertiary sector as a 
point of intersection and congruence for design program 
development, implementation and facilitation, and it 
therefore has an important role to play in fostering the 
future development of collaborative and engaging design 
education and research programs.  
OBSERVATIONS AND FUTURE VISIONING 
Observations emerging from this study were tabled under 
the five main areas of (i) The Value of Design Education 
and Research in the New Economy; (ii) Up-skilling and 
training educators; (ii) Learning Beyond the Classroom 
and Challenging Curriculum; (iv) Responsibility and 
Accountability; and (v) Measuring Impact and 
Disseminating Knowledge. 
The value of design education and research in the 
new economy 
For future global competitiveness, Queensland needs to 
re-examine design education at all levels as part of a 
democratised design-led culture, to actively nurture 
creativity and design–based thinking skills. This is 
because there is a lack of knowledge and awareness of 
the potential for the application of strategic design to 
governmental challenges. A key priority of the 
Queensland Design Strategy 2020 is to “Build design 
knowledge and learning” (Arts Queensland, 2009) and, in 
turn, deliver outcomes for the other three strategy 
objectives. There is a need for design thinking to infuse all 
sectors of government and for the Queensland Design 
Council to seek out opportunities to more strategically 
align design to address emerging local challenges. It is an 
economic imperative that universities, government 
departments and business and community partners build 
on the traditional triple helix mode of innovation, utilising 
interdisciplinary, multi-dimensional, collaborative design 
thinking models to form creative alliances which can 
mobilise knowledge, talent and investment in order to 
address societal problems, through coordinated action. 
Moreover, government investment in design education 
programs involving all education sectors is valuable in 
communicating the importance of design education and 
research in the new economy, and connecting and 
mobilising community in this mission through valuable 
ongoing independent cross-sector partnerships. 
Ongoing development and support for regional 
programs, including hands-on workshops connecting 
students and teachers with design professionals and 
tertiary educators, particularly in disciplines such as 
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landscape architecture and product/industrial design (where tertiary options are not 
offered), is required. To do this, design thinking must be embedded across all 
disciplines in education, and design must be conceived of as interdisciplinary and even 
meta-disciplinary, to cater for the growing numbers of people who will be designers by 
persuasion and not by profession (Cope and Kalantzis, 2010). It is imperative, that as 
part of the evolution of the National Curriculum, the Queensland Government works 
with the Commonwealth Government to ensure design thinking/creative innovation is a 
dedicated part of curriculum in addition to the creative arts. 
Up-skilling and training educators 
Preparing creative citizens for a participatory culture will require educators to shift their 
attention from “content delivery to capacity building, from supplying curriculum to co-
creating curriculum, from supplying education to navigating learning networks” and to 
shift student attention from “their own individual performance to their capacity to learn 
through their own networks” (McWilliam and Haukka, 2008:23). 
Design’s absence in the Australian National Curriculum and existing teacher 
benchmarks dissuade teachers to engage with design pedagogy or develop and 
innovate curriculum, unless they can see benefits for student engagement. There is a 
need to build more professional development opportunities for teachers in design 
pedagogies, especially in regional areas where they are not exposed to design 
professionals or tertiary design educators. Hands-on professional development 
programs need to demonstrate that design-based learning does not add to workload. 
Furthermore, changes to tertiary pedagogies for primary and secondary teacher training 
will ultimately be required to include design. Therefore, new models of engagement 
between education sectors in potential disciplines of business, education and 
design/creative industries need to be investigated and led by the tertiary sector. The 
Queensland Government, with the support of the peak industry bodies, needs to 
provide adequate information to careers counsellors on design career opportunities and 
pathways, to ensure that all school students are provided with information to support 
viable careers in design.   
Finally, integration of design thinking across subject areas in primary/secondary 
education will require the development of new regimes for authentic assessment for 
creative capacity building, in order for teachers to feel comfortable using this mode of 
learning. This will involve collaboration between the tertiary and primary/secondary 
education sectors. 
Learning beyond the classroom and challenging curriculum 
Educators need to consider new emerging modes of learning that consider “social, 
distributed and networked dimensions” and the “broader economic and technological 
landscape” in which the learning occurs (Brown, 2010:xii). Open learning models need 
to be constructed to allow innovation-generating possibilities and to leverage future 
development in this sector through ongoing action research.  
Ongoing support for design immersion education programs and design education 
competitions is needed from industry, government and education sectors to ensure 
they continue to fill a gap in education, not prescribed by the National Curriculum. This 
will help to address issues in relation to the “missing middle” K-16 education pipeline 
(Carnevale and Desrochers, 2002). 
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Capturing ongoing research data and disseminating information 
on successful models will encourage further interest in design-
based learning and ongoing formation of innovative community 
partnerships. Greater collaboration is required between the 
Queensland Studies Authority and professional designers/design 
educators to update curriculum to integrate design thinking and 
design processes. 
Opportunities exist for peak industry bodies and tertiary 
institutions delivering design programs, to create student 
mentoring programs which facilitate professional development 
activity for design professionals and tertiary design students. 
Exemplary design education collaborations between local 
government, university design students and lecturers, design 
practitioners, public artists and secondary school students and 
teachers, have the potential to impact on the inclusive, 
sustainable design of our public spaces through the facilitation 
of genuine local government youth consultation for target 
development sites. Additionally, they will assist to  foster a sense 
of local citizenship, cultivate local design culture, and expose 
students to career-enabling pathways in design and public art, 
particularly in areas where tertiary design options are not 
available.  
Engagement with the tertiary design sector to develop a 
cohesive future evidence-based research data collection 
strategy for design education is needed, and funding for 
research programs in Queensland needs to be investigated. 
Responsibility and accountability 
There is a required “shift in the balance of agency” with design 
practices and professional acquiring greater social significance 
and reconsidering the scope of everyday professional practices 
(Cope and Kalantzis, 2011). This brings with it a required rethink 
about design education at all levels, and who is responsible and 
accountable to enact this cultural change. New funding models 
need to be investigated as a revenue source for further activity, 
therefore mobilising local involvement, collaboration and 
promotion in all design education sectors. 
Investment in creative capacity building in regional hubs must 
tackle social exclusion arising from socioeconomic divide and 
regional diversity. The establishment of a Creative Education 
Trust utilising financial legacy from the finite mining boom could 
prioritise design education and research activity across the state.  
A Foundation established to engage schools, universities, 
government and the business and design sectors to actively 
explore partnerships and the educational value of design to 
solve issues related to the Asia Pacific, would provide further 
momentum for design education and research programs and 
potentially give the primary education sector opportunities to 
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develop transdisciplinary project-based opportunities for children. Furthermore, the 
tertiary sector is a key player in driving design education and research. Universities must 
embrace interdisciplinary learning on both the undergraduate and graduate levels, 
spanning business, design and education. University design schools need to consider 
new programs that anticipate industry needs, including degrees in cross-disciplinary 
design, design management, strategic design and design leadership, which teach 
design thinking as an approach to solving complex problems.  
Finally, capitalising on the interest shown in this study, the development of a Design 
Education and Research Taskforce, reporting to government, and responsible for the 
coordination of education sectors and industry, may be a useful next step in 
engagement, agenda setting and funding development for key programs and research. 
Measuring impact and disseminating knowledge 
It is evident from this study that other states in Australia are prioritising and conducting 
research on design and design education to inform government strategies around 
innovation. There is a need for funding and infrastructure to be developed locally to 
allow ongoing prototyping and associated research, measuring the impact of design in 
the education sector, toward innovative national policy reform. Ongoing funding support 
for the continued development of programs such as Design Minds, Design Online and 
The Learning Place, and associated research and dissemination of knowledge, will 
provide internationally significant findings and showcase Queensland as a world leader 
in this area.  
Existing programs such as KGSC Art and Design Excellence Program, QACI and 
Pimpama State Secondary College, provide excellent opportunities for research 
collaborations with tertiary institutions. Further study and consultation/discussion needs 
to be facilitated in Queensland to review and formulate future strategies around design 
education in the tertiary sector in Queensland, to ensure tertiary courses are preparing 
students to operate in the 21st century knowledge economy.  
Future research on the impact of design education on regional Queensland also needs 
to be conducted and prioritised to provide evidence of its value in building innovative, 
adaptive and resilient communities, and on future requirements for design education 
and research centres in regional Queensland. There is also the opportunity for future 
research to expand on the breadth of public engagement in design, involving the 
broader communities of the institutions that are currently delivering programs in 
Queensland, to better understand the links between an intrinsic connection to design 
and the continued consumption, creation and appreciation of, and participation in, 
design. Future funding opportunities to support ongoing design education research 
should be considered, and a strategic plan for future research in this area developed. 
An ongoing dialogue between Government and the tertiary education sector must be 
maintained for future progress. 
MOVING FORWARD 
The Knowledge Economy Market Development Mapping Study validates the merits of 
demonstrated leadership in the area of design education/research, however for 
Queensland to be positioned as a worthy participant in the Asia Pacific knowledge 
economy, it must continue to prioritise, review and measure the success of design and 
creative industries education across all levels through the public value spectrum, to 
drive market development in Queensland.  
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Overall, the findings of this research draw attention to the need to 
better integrate design across all levels of education and all 
discipline areas in order to build creative capacity. To do this, at a 
policy level, a greater understanding of the role of designers in the 
new economy is needed. This is dependent on building ongoing 
innovative alliances between government departments, universities, 
business, peak industry bodies and community partners to 
capitalise on knowledge, skills and investment. At the education 
sector level, this requires the up-skilling and ongoing professional 
development and training of current and future educators and 
teachers about the processes of design; and encouragement, 
wherever possible, for them to engage in authentic community 
participation, interdisciplinary activity, and learning beyond the 
classroom. It also requires a review of current tertiary program 
offerings to formulate future strategies around design capacity 
building in the tertiary sector in Queensland. This is necessary to 
ensure future generations are equipped with the skills, behaviours 
and mindsets, required for the 21st century knowledge economy.  
Whilst it is everyone’s responsibility to ensure future success of the 
State of Queensland, it is evident that the tertiary sector will 
continue to play an increasingly important role in nurturing a 
creative, innovative and adaptive culture fostering design education 
and research across all levels of education and training. Given 
Queensland’s unique challenges around geographical diversity, 
this needs to be supported by the leadership and proactive 
collaboration of public institutions and organisations, peak industry 
bodies, school administrations, local and state government 
departments, and passionate design professionals towards 
agenda setting and funding development for key programs and 
research, particularly in regional areas. 
Finally, there is an urgent need to continue gathering Queensland-
centric, empirically derived evidence surrounding the impact of 
design and its role within the knowledge economy. Relatively little 
is known about the value of design and the role it can play in 
building innovative, adaptive and resilient communities. The report 
provides the first critical step in this process, however, further work 
is needed to help inform, transform and shape the future of 
Queensland through design. If indeed, “using creativity and design-
based thinking to solve complex problems is a distinctive 
Australian strength that can help meet the emerging challenges of 
this century” (Commonwealth of Australia, 2012:8), as stated in the 
Australia in the Asian Century White Paper, then Queensland’s 
efforts to date in cultivating this strength must be celebrated and 
supported through open innovation, and ongoing reform and 
investment in design skills, education and research.  	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If Australia is to position 
itself for the future, and be 
a beacon in the region and 
the world, there is a need 
to encourage activities that 
foster the cultural economy 
and build social and 
economic capital using 
creativity to generate new 
skills and jobs.  
 (Commonwealth of Australia, 2013:9) 
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE xviii	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
TABLE OF CONTENTS 
EXECUTIVE SUMMARY ......................................................................................................... ii	  
BACKGROUND: DESIGN EDUCATION FOR THE KNOWLEDGE ECONOMY ...................... ii	  
RESEARCH PURPOSE ....................................................................................................... iv	  
RESEARCH METHODS ....................................................................................................... v	  
THE QUEENSLAND DESIGN EDUCATION LANDSCAPE ................................................... vi	  
SURVEY AND FOCUS GROUP FINDINGS ......................................................................... viii	  
Perceptions about Design in the Knowledge Economy .................................................. x	  
Planning for the future ................................................................................................... x	  
Education and curriculum development ........................................................................ xi	  
Tertiary sector development ......................................................................................... xi	  
OBSERVATIONS AND FUTURE VISIONING ....................................................................... xii	  
The value of design education and research in the new economy ................................. xii	  
Up-skilling and training educators ................................................................................ xiii	  
Learning beyond the classroom and challenging curriculum ........................................ xiii	  
Responsibility and accountability ................................................................................. xiv	  
Measuring impact and disseminating knowledge ......................................................... xv	  
MOVING FORWARD .......................................................................................................... xv	  
TABLE OF CONTENTS ...................................................................................................... xviii	  
LIST OF FIGURES .............................................................................................................. xx	  
LIST OF TABLES ............................................................................................................... xx	  
THE KNOWLEDGE ECONOMY ................................................................................................ 1	  
Knowledge economy and Australia’s business environment ................................................. 2	  
Knowledge economy and the knowledge city ...................................................................... 3	  
Teaching and learning cultural changes ............................................................................... 4	  
DESIGN – NATIONAL & INTERNATIONAL INITIATIVES ......................................................... 5	  
DESIGN EDUCATION – INTERNATIONAL CONTEXT ............................................................ 10	  
DESIGN EDUCATION – NATIONAL CONTEXT ...................................................................... 14	  
Victorian Curriculum and Assessment Authority (VIC) ......................................................... 15	  
AG Ideas International Design Week (VIC) .......................................................................... 16	  
Designing our Future (VIC) ................................................................................................. 17	  
Design Research Report 2012 - Victoria's Design Capabilities, Performance & Business Use 
of Design (VIC) ................................................................................................................... 17	  
Department of Education Strategic Plan 2012-2015 (TAS) ................................................. 18	  
Design Emergency (NSW) .................................................................................................. 18	  
QUEENSLAND INITIATIVES ................................................................................................. 19	  
Queensland Design Council ............................................................................................... 20	  
Queensland Design Strategy 2020 ..................................................................................... 20	  
MAPPING QUEENSLAND DESIGN EDUCATION & RESEARCH ACTIVITY ............................. 21	  
Queensland school distribution by region ........................................................................... 21	  
Primary schools ................................................................................................................. 22	  
Secondary schools ............................................................................................................ 22	  
Tertiary Sector - University programs ................................................................................. 24	  
Tertiary Sector - TAFE, VET, Vocational and Private College programs .............................. 26	  
RESEARCH DESIGN ............................................................................................................ 28	  
Survey ............................................................................................................................................. 28	  
Distribution ........................................................................................................................ 28	  
Participants ........................................................................................................................ 28	  
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE xix	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
Participant age and gender ................................................................................................ 29	  
Level of involvement in the design industry ......................................................................... 29	  
Job identification and number of years in design programs ................................................ 30	  
CURRICULUM INDEPENDENT DESIGN EDUCATION/RESEARCH ACTIVITIES ................. 31	  
EVIDENCE OF PROGRAM SUCCESS ............................................................................... 33	  
Impact of design education/research programs – individual reflections ........................ 34	  
Impact of design education/research programs – program reflections ......................... 36	  
Impact of design education/research programs on organisations ................................ 38	  
GAUGING PERCEPTIONS OF DESIGN EDUCATION PROGRAMS .................................... 39	  
Self reflection ............................................................................................................... 39	  
Students/participants .................................................................................................. 39	  
Other staff/facilitators ................................................................................................... 39	  
Resources ................................................................................................................... 40	  
School/organisation ..................................................................................................... 40	  
CHALLENGES FOR DESIGN EDUCATION PROGRAMS ................................................... 40	  
Think-Tank / Focus Group ............................................................................................................. 42	  
THE VALUE OF DESIGN EDUCATION AND RESEARCH ................................................... 42	  
CURRENT AND FUTURE CHALLENGES ........................................................................... 42	  
Economics and value .................................................................................................. 43	  
Planning for the future ................................................................................................. 43	  
Education and curriculum development ....................................................................... 44	  
Tertiary sector development ........................................................................................ 44	  
ROLES AND RESPONSIBILITIES ....................................................................................... 45	  
ESTABLISHING AND MAINTAINING GOVERNMENT SUPPORT INITIATIVES .................... 46	  
OBSERVATIONS AND FUTURE VISIONING .......................................................................... 47	  
Observation 1_The value of design education & research in the new economy ........................ 47	  
Observation 2_Up-skilling and training educators ....................................................................... 49	  
Observation 3_Learning beyond the classroom and challenging curriculum ............................. 50	  
Observation 4_Responsibility and accountability ........................................................................ 53	  
Observation 5_Measuring impact & disseminating knowledge .................................................. 55	  
CONCLUSIONS .................................................................................................................... 58	  
APPENDIX ........................................................................................................................... 61	  
APPENDIX 1: GLOSSARY OF QUEENSLAND DESIGN EDUCATION & RESEARCH PROGRAMS ......... 62	  
APPENDIX 2: PROGRAM SAMPLE EVIDENCE ................................................................................. 85	  
APPENDIX 3: RESEARCH OUTPUTS ................................................................................................ 86	  
REFERENCES ...................................................................................................................... 88	  
 	    
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE xx	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
LIST OF FIGURES 
Figure 1: Finland’s Design Policy (image from Koskinen et al., 2011:156) ................................... 6	  
Figure 2: States in the design process (VCAA, 2012) ................................................................ 16	  
Figure 3: Queensland schools distributed by region .................................................................. 22	  
Figure 4: Queensland State School Count (Queensland Government, 2012) ............................. 23	  
Figure 5: Research Scope - Survey distribution and reach (left) and survey return (right) ........... 29	  
Figure 6: Level of involvement in design education .................................................................... 30	  
Figure 7: Correlation between time in current job and time involved with design education ....... 31	  
 
LIST OF TABLES 
Table 1: International design education programs, centres and initiatives (non exhaustive) .......... 9	  
Table 2: National design education programs, centres and initiatives (non exhaustive) .............. 15	  
Table 3: University Design Courses in Queensland - Bachelor Degree Programs ...................... 24	  
Table 4: University Design Courses in Queensland - Postgraduate Degree & Research Programs
 ........................................................................................................................................ 25	  
Table 5: TAFE, VET, Vocational and Private College Design Courses in Queensland ................. 26	  
Table 6: Curriculum independent design education/research activities in Queensland ............... 31	  
Table 7: Appendix items ........................................................................................................... 61	  
Table 8: Research outputs, scope and project impact .............................................................. 86	  
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 1	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
THE KNOWLEDGE ECONOMY  
The knowledge economy (KE)2 is defined as the transition of advanced industrial 
economies to a position where knowledge-based industries and knowledge-based 
organisations will soon generate more than half of the gross domestic product 
(GDP) and total employment (Accenture, 2007; Brinkley, 2006). This transition in 
work patterns is labelled by some as the ‘weightless work’, where the demand for 
labour has become skewed toward knowledge intensive professions and 
organisations – this has given a central role to networks and the generation of the 
‘networked economy’ (Seltzer and Bentley, 1999).   
Knowledge economies rely on the diffusion and use of knowledge as well as its 
creation (Houghton and Sheehan, 2000). Knowledge economies are not limited to 
high technology or frontier technologies. Low and medium technology companies 
also have a significant role to play (ABF, 2006). According to the OECD composite 
indicator of the “investment in knowledge”, OECD economies are increasingly 
driven by knowledge-based capital (KBC) (OECD, 2012a). Considering the sluggish 
economic growth and high unemployment experienced by many OECD member 
countries, it is clear that new thinking is needed. The OECD report New Sources of 
Growth (2012a), flags research & development (R&D), design and new business 
models as opportunities for countries to create knowledge that spills over into other 
parts of the economy and generates growth. This is because knowledge-based 
capital comprises ‘intangible assets’ 3  that do not necessarily have physical or 
financial embodiment (2012a). Studies indicate that overall investment in KBC is 
large and in some countries4 this investment matches or exceeds investment in 
physical capital. 
The future success of economic activity in Australia and in Queensland depends on 
the capacity of individuals and organisations to transform by increasing their 
flexibility to embrace innovative, knowledge intensive industries. This transformation 
is dependant a number of factors, with the most significant being the utilisation of a 
decentralised, networked and multi-skilled workforce. The emergence of a 
knowledge-based economy is driving the importance of creativity. This is because 
creativity is central to realising economic and social value (Seltzer and Bentley, 
1999:17). 
To help organisations transition, new strategies and structures for education are 
required. The traditional education system – which guides students in linear thought 
processes toward finding correct answers to standardised tests in order to facilitate 
streamlined assessment measuring success or failure  - can no longer prevail. 
Education systems need to concentrate less on specialist skills and more on the 
development of adaptable people with broad-based problem solving skills, diversity 
of perspective and social and inter-personal communication skills necessary for 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
2 ‘Knowledge capitalism’ is a term often used to describe the transition to the knowledge economy (Peters, 
2009) 
3 Seltzer and Bentley (1999:14) refer to the ‘intangible resources’ as  information, human capital, research 
and development, brands and organizational networks.  
4 Sweden, the United Kingdom and the United States (OECD, 2012a:5) 
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networking and communication. According to the Partnership for 21st Century Skills, 
the issue central to ensuring US economic competitiveness, is to create an aligned 
21st century public education system that prepares students, workers and citizens 
to thrive in the global skills race.  Essentially, this involves a focus on innovation, 
creativity, critical thinking, problem solving, communication and collaboration (The 
Partnership for 21st Century Skills, 2009).  
Incorporating design and design thinking across all levels of education is seen as a 
powerful alternative method through which societies can better develop these 
capacities needed for this transformation. Design education is important because it 
fosters the necessary problem solving skills, adaptive qualities and agency that are 
needed as the world increasingly shifts away from industrialised infrastructures 
toward an increasing dependence on knowledge and information sharing. Design is 
often viewed as the most appropriate tool in which we can better understand the 
processes of change and becoming capable of change-making (Kimbell and Perry, 
2001). Furthermore, design is now flagged as a form of knowledge-based capital 
that can be used to drive innovation and growth (OECD, 2012a). This is because 
the creative industries are among the most dynamic emerging sectors in world 
trade5 (Patrocinio and Bolton, 2011). 
Knowledge economy and Australia’s business environment  
The World Bank Knowledge Economy Index (KEI), issued annually, is an online 
interactive index that represents a country/region’s overall preparedness to 
compete in the Knowledge Economy (KE) (The World Bank, 2012b). Viewing 2011 
data, it is clear that Australia is ranked second (KEI 9.71) for education and 19 for 
innovation (KEI 8.92). It is important to note that the KEI ranking for education is 
based on the scores of three key variables (adult literacy rate, secondary enrolment 
and tertiary enrolment). Whilst the KEI does not provide a detailed breakdown of 
ranks per country and region, it does allow for a general insight into a country’s 
performance (on key criteria). Looking at the Economy Profile of Australia (The 
World Bank, 2012a), it is clear that Australia ranks well in the ‘Doing Business’ 
profile. Having dropped 4 points (from DB2011 rank of 11 to DB2012 rank 15), 
Australia, however, is still ranked within the top 36 economies6. As an OECD high-
income region with a high-income category, Australia is well placed globally, 
however, it could be performing more strongly. New Zealand (rank 3), United 
Kingdom (rank 7) and Ireland (rank 10) all rank higher than Australia on the ‘Ease of 
Doing Business’ scale7.  
In terms of starting a business, Australia ranks amongst the highest, coming in at 
No. 2. However, when it comes to protecting investors8 (65), trading across borders 
(30) and dealing with construction permits (42), Australia could improve. Our closest 
neighbour, New Zealand also struggles with trading across borders9 (27), however 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
5 See also the UNCTAD (2008) report  
6 Economies are ranked from 1 to 183 by the ‘Ease of Doing Business’ index. It is important to note that this 
index/rank does not tell the whole story, however it does provide insight into the current economic operating 
business environment. 
7 Please refer to the full report for a comprehensive breakdown of each criteria and rank, available online via 
The World Bank (2012a) 
8 Investor protection is important - it a allows companies to raise capital, grow, innovate, diversify and 
compete (The World Bank, 2012a:57) 
9 Singapore ranks 1 in this category. 
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 3	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
they outrank all economies for protecting investors (1) and dealing with construction 
permits10 (2). The biggest challenge for Australia has been the lack of reform, 
particularly for protecting investors, trading across borders and dealing with 
construction permits. The World Bank ‘Doing Business’ Index indicates that 
Australia has had no reform in either of these categories since 2009. This is 
particularly surprising given the shifts in the Australian Economy towards high-cost 
production and manufacture.  
Understanding the business climate is important, particularly given the transition 
from an industry-dependent era towards one dependent on the creation and 
dissemination of new knowledge and information. Key to this transition is the role 
educational institutions play in ensuring that Australia’s future workforce can 
effectively understand, contribute and manage the interconnected global 
knowledge economy. Universities are seen as the central actors in the knowledge 
economy. Therefore, it is critical that a clear understanding of their role and 
contribution as a key stakeholder is needed to ensure future policy is directed to 
generating conditions in which they best perform (Dodgson, 2012). 
Knowledge economy and the knowledge city 
Knowledge relationships extend to broader exchanges such as the city, the 
importance, characteristics and processes of which are referred to as the 
‘knowledge city’ (KC). In Australia, Melbourne is viewed as an example of the KC 
urban development concept (Yigitcanlar et al., 2008). The KC concept has emerged 
over the last decade and has evolved from ideas of ‘technopolis’ and ‘ideapolis’ 
into the ‘digital, intelligent or smart city’. Essentially a KC is viewed as an integrated 
city that offers effective paradigms for the sustainable cities of the future (Yigitcanlar, 
2007; Yigitcanlar and Martinez-Fernandez, 2007 in Yigitcanlar et al., 2008).  
Understanding the KC concept is important because knowledge cities play a 
fundamental role in knowledge creation, economic growth and development 
(2008:2). Furthermore, there is an important link between research universities and 
the development of the KC. This is because universities carry the responsibility of 
educating and training the required workforce, thereby providing an opportunity to 
directly influence the evolution of the KC through education. Other KC stakeholders 
include the Federal Government and international enterprise, as well as SMEs. 
While the Australian Federal Government does play a role in the KC, it is less direct. 
The role of the Australian Government is mostly supportive through financial 
sponsorship of universities and R&D programs11. International enterprises, however, 
are critical for expanse of the KC and ongoing maintenance of relationships with 
research universities. In Melbourne in particular, SMEs are highlighted as an 
extremely important mode for commercialising innovations, diversifying and 
broadening the economic base, and policy makers are cited for their vision, 
communication and trust for developing consensus (Yigitcanlar et al, 2008:9).  
Beyond these discussions on the knowledge economy/knowledge city, publication 
of Landry’s The Creative City (2008) and Florida’s The Rise of the Creative Class 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
10 Global best performer since 2007 is Denmark. The World Bank cites Denmark as a possible model for 
Australia on ways to improve the ease of dealing with permits (The World Bank, 2012a). 
11 Refer to the full paper from Yigitcanlar et al. (2008) for further details surrounding the role of universities 
and R&D programs 
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(2004) has stimulated rich discourse on the socio-cultural and economic 
implications of developing formal and informal intellectual infrastructures in cities to 
attract a new ‘creative class’ population. “Places with a larger talent pool, clusters 
of innovation-driven firms, significant research centres and a business and social 
climate conducive to risk taking have greater capacity to solve problems and create 
opportunities” (Landry, 2008:xxv). These publications have also expanded notions 
about new forms of knowledge production considering open source public space, 
democratised creativity, and intellectual property law, which have grown out of new 
communications technologies, and consequently, new architectures of 
collaboration.  These fundamental shifts call for a multi-modal approach to 
education embedding creativity and innovation, and powering these social networks 
for collective intelligence. 
Teaching and learning cultural changes 
In recent decades, the traditional models of teaching and learning have shifted from 
a ‘teacher-based’ approach to a ‘learning-based’ approach. The former ‘teacher-
based’ approach has a culture that is the environment and the teaching focus is 
about the world. While in the latter, it is believed that the culture emerges from the 
environment and grows with it, and learning is engaged within the world (Thomas 
and Brown, 2011). With knowledge now the primary ‘economic resource’ (Bentley, 
1998), future-learning environments will centre on embedded digital media as a 
source of rich information and play. While past information transfer has relied on 
students proving they can literally ‘get it’ (the information), these new future learning 
environments will centre on students proving that they can embrace the unknown, 
and through inquiry, embark on a process of re-creation (Thomas and Brown, 
2011). These new models of education are demand-led, do-it-yourself, 
individualised modes of learning. This mode is less standardised and focuses on 
developing individual learner strengths and capacities, and as such, generates less 
‘Fordist’ outputs (Bentley, 1998). Education is important for mobility and life 
chances. It has become imperative for individuals and organisations to continuously 
evolve, learn, create and apply knowledge - thus giving rise to the concept of 
‘lifelong learning’ (Bentley, 1998:81). Bentley also argues that education systems 
should strive for three things (1) autonomy, (2) responsibility and (3) creativity. 
1. Autonomy – the capacity to govern oneself, to make choices, form 
purposes, and secure the resources necessary to achieve one’s goals. 
2. Responsibility – the capacity to take responsibility for oneself and one’s 
actions, for one’s children and families, and for wider society. 
3. Creativity – the capacity to think and act creatively in forming and achieving 
one’s goals, to solve problems, to understand the structures and disciplines 
which shape our lives, and to apply one’s knowledge in ways which extend 
and develop it. (1998:356-357) 
Thomas and Brown (2011) posit A New Culture of Learning in which students are 
willing and capable of learning from one another in deep and profound ways, 
building their own networked communities (made easier by digital technologies) 
based on shared interests and perspective. They state that "learning that is driven 
by passion and play is poised to significantly alter and extend our ability to think, 
innovate, and discover in ways that have not previously been possible.....and 
allows  us to ask questions that have never before been imaginable" (2011:89). 
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In the US, it has been agreed that new education policy and modes of education 
that allow the “missing middle” of the K-16 education pipeline (Carnevale and 
Desrochers, 2002) to effectively drive the future economic engine, need to be 
explored. Not unlike that in Australia, policy goals are well defined in elementary 
school levels, focused on mastering the basics upon which more advanced 
education, training and jobs are based. However, there is much less agreement on 
curriculum appropriate to achieve these goals in the middle years that begin in high 
school and end with the transition from postsecondary education and training to 
work.  In dispute, is the appropriate mix of academic and applied curriculum 
required where general education, occupational education, and work begin to 
overlap. The ‘back-to-basics’ current core secondary curriculum is organised 
around the discrete disciplines of mathematics, science, English, and languages. 
There is a need to develop curricula that:  
(1) integrate academic competencies into applied and vocational 
pedagogies, especially in high schools;  
(2) align the content of the core academic curriculum that now 
dominates in secondary schools with the more applied curricula that 
now dominate postsecondary education and training;  
(3) align academic curricula more closely to the competencies people 
actually use on the job once they finish their initial education, including 
cognitive reasoning abilities and ‘soft skills’ such as problem solving, 
interpersonal skills, and positive cognitive styles that are important in 
career success (Carnevale and Desrochers, 2002:20).  
Understanding the cultural shifts that are occurring throughout educational 
institutions and teaching is particularly relevant and important for Queensland. 
Unlike other States in Australia, Queensland serves a large and diverse region with 
almost half of the schools located in rural and regional areas. This provides specific 
challenges as well as unique opportunities to embrace new modes of information 
dissemination and access. Increasingly, regional areas depend on access to the 
Internet to enable service reach and connection. The National Broadband Network 
– the largest infrastructure project in Australia’s history – will provide a welcome 
platform and opportunities for Queensland  schools, communities and individuals in 
rural and regional towns and centres, to have access to state, national and 
international resources and information, as well as create and collaborate in a virtual 
world. Dependence by schools and other teaching bodies on the digital networks 
as a source of information and connectedness highlights the importance of 
programs like Design Minds and Design Online in better connecting metropolitan, 
suburban and regional communities in Queensland. 
DESIGN – NATIONAL & INTERNATIONAL 
INITIATIVES  
A rapidly changing global knowledge economy dictates that education must now 
be centred on learning skills for life rather than learning skills for a labour based 
workforce. Employers are now favouring a more educated labour force (OECD, 
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2012b). In Australia, the federal government seeks to improve the education system 
so that it ranks as one of the top five performing countries in the world (for 
education) by 2025 (Hattie, 2010; Universities Australia, 2012; Commonwealth of 
Australia, 2012:165). While Australia is a top-performing OECD country in terms of 
skills, and ranks well internationally, students from lower socio-economic 
backgrounds have much lower high school completion rates and are around three 
times less likely to go to university12.  
Comparatively, Finland is at the cutting edge of interdisciplinary practice across all 
levels of education and ranks as one of the top-performing countries13 in terms of 
quality of its educational system (OECD, 2012b). Analysis of design education policy 
(Design Commission, 2011) indicates that this is due in part to the high cultural 
value Finland places on creative education and learning. This is evidenced by the 
support and appropriate state funding attributed to education. What sets Finland 
apart, is their focus on design and creativity across all levels of education, industry 
and practice. The following figure (Figure 1) illustrates Potts and Cunningham’s 
(2008) consideration of how the creative industries might drive innovation14. They 
outline that the introduction of novel ideas percolate through to other sectors, and 
they outline design-led innovation as one such example of this process15.  
 
Figure 1: Finland’s Design Policy (image from Koskinen et al., 2011:156) 
Finland recognises the fundamental importance of interdisciplinary higher education 
for the 21st century and has established the first interdisciplinary university – Aalto 
University in Helsinki, which merges the Helsinki School of Economics, Helsinki 
University of Technology and the University of Art and Design Helsinki. 
The United Kingdom has a rich history of creative education. ‘Design and 
Technology’ was introduced as a foundation subject in the National Curriculum in 
1988, aiming to be multi-disciplinary, incorporating learning from other areas by 
engaging in a design process, and producing people who were critical thinkers and 
effective economic contributors. Unfortunately however, papers published by 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
12 In comparison to those students from higher socio-economic areas - for more information please refer to 
the OECD ‘Better Life’ Index (2012b) 
13 Korea is ranked alongside Finland as the highest-performing OECD for PISA scores 
14 See also the European Commission flagship report into the EU commitment to creating a true ‘Innovation 
Union’ by 2020 (European Comission, 2012) 
15 See also Hearn and Bridgstock (2010) 
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McGimpsey (2011) and Miller (2011) provide a review of this period and highlight 
the lack of evidence-based research that has been undertaken on its impact on 
national innovation and the education system. 
The United States is also viewed as a world leader in interdisciplinary design 
education initiatives, particularly at the primary and secondary level. For example 
Project H Design is one contemporary example of a new era of design education 
and broader sector level engagement. Project H Design, founded by Emily Pilloton 
in 2008, is a non-profit with the goal of using design to activate communities and 
build creative capital within public education. Activities by Project H Design include 
the Design Revolution Road Show, which toured 25 high schools, universities and 
cities across the United States throughout Spring 2010.   
In the Asia Pacific region, Singapore, South Korea, and more recently Hong Kong, 
are re-examining design education at all levels to ensure delivery of quality design 
professionals. These nations acknowledge the importance of supporting the future 
industry, by nurturing the next generation of discerning designers and consumers. 
They are also rated amongst the top-performing school systems in the OECD 2009 
PISA tests (OECD, 2010). In Singapore, children are exposed to design education 
programs in both primary and secondary schools, and   ‘Design and Technology’ is 
a compulsory subject in lower secondary schools. The government of Hong Kong 
Special Administrative Region (HKSAR) has committed to complex cross-sector 
reform of the education system, with a view to coping with demands of the ever-
changing expectations of the community and the knowledge based society in the 
modern world (Education Commission, 2002). It aims to upgrade the academic 
performance of primary and secondary students by making learning enjoyable; 
improving communication, creativity and innovation skills; encouraging acceptance 
of responsibility; increasing the opportunities for post-secondary study; and 
reinforcing an attitude of life-long learning. In a strategic review of design education 
and practice (Heskett, 2003:49), it was noted by the Design Task Force (DTF), that 
without a preparation of creativity and the establishment of principles of visual 
literacy and competency in primary and secondary education, degree courses will 
struggle to establish appropriate standards.  
Comparatively, Australia’s activities in this area are limited. While Australia is well 
regarded as a high performing country economically, much of this has been 
attributed to the mining sector boom. Longer term planning however, forecasts that 
this boom is unsustainable, and that Australia is ranked poorly in terms of 
manufacturing and productivity growth and development. The Australian Innovation 
System Report 2011 claims that at least 62 per cent of Australia’s long-term 
productivity growth can be attributed to innovation, and recognises the role of 
design in driving and enabling innovation (Australian Government, 2011:9). A later 
report commissioned by the Prime Minister’s Manufacturing Taskforce (2012) 
makes clear the urgent need for Australia to build a reputation in manufacturing 
innovation and design. Further, the report highlights that in order to grow innovative 
global mid-size firms, Australian SMEs will need to increase their capacity to absorb 
new knowledge and “introduce and embed a greater focus on design” (2012:4). 
Specifically, the Taskforce calls for deeper collaboration in order to generate, 
disseminate and apply knowledge, and fundamental changes in behaviour on the 
part of researchers, research organisations and businesses. Design is flagged as 
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the ‘critical enabler’ to achieve this. This is because design is linked to both 
productivity and innovation 16 , and therefore design will play an increasingly 
significant role in the growth of firms and sectors. Increasingly, design is being 
valued by governments and international organisations as a tool to promote 
innovation and development (Patrocinio and Bolton, 2011). 
More recently, the National Cultural Policy Creative Australia, recognises design 
thinking as “a ubiquitous capability for innovation” (Commonwealth of Australia, 
2013:90), and commits to “ensuring the talent and entrepreneurial drive can be 
translated into further sustainable business and high skilled jobs” (2013:92). Actions 
include the establishment of the Centre of Excellence in Public Sector Design 
(2013:21). The central role of design as a key enabler for competitive advantage is 
also recognised in the Australian Government’s Industry and Innovation Statement: 
“A Plan for Australian Jobs” (Australian Government, 2013). The innovation strategy 
is leading to the formation of the Australian Design Integration Network, which will 
inform the work of the proposed Australian Leadership Institute. The Australia in the 
Asian Century White Paper also argues that “Australia’s demonstrated ability in 
creative and excellent design will help Australian industries to be involved in the 
innovative efforts of Asian countries and benefit from the exchange of technology 
and ideas” (Commonwealth of Australia, 2013:93). It proposes that “Asia-relevant 
capabilities include adaptability, flexibility, resilience, creative and design thinking 
and readiness to interact with and operate in Asia” (Commonwealth of Australia, 
2012:162) and aspires to having an innovation system that ranks in the top 10 
globally and “supports excellence and dynamism in business with a creative 
problem-solving culture that enhances our evolving areas of strength and attracts 
top researchers, companies and global partnerships” (2012:10). 
It is evident that in seeking tools and methods toward advancing education systems, 
many countries now look to design and the creative industries in an attempt to seek 
potential solutions to the challenges facing the world. In recent decades there has 
been a significant paradigm shift in knowledge and information transaction, 
particularly in Western society. The transition from an industrial to a knowledge-
based society of the twenty-first century (Frank Morak in Chapman, 2002) has had 
a dramatic impact on how societies, businesses and communities form, engage, 
evolve and learn. Design as a discipline has become a significant domain of activity 
which “demands full and proper attention by policy and decision makers alike” 
(Chapman, 2002:1). This is evident in the increasing need for cultural policy to look 
towards and emphasise the creative industries in the economy as an additional 
source of income (2002).  
In understanding the global perspective, we look towards other nations to identify 
their various programs, centres and initiatives. There are many international 
initiatives and centres of excellence for design with a core focus on design 
education and/or design thinking activities. However, due to time and resource 
constraints, it is beyond the scope of this report to document and detail all initiatives. 
The following table (Table 1) provides a summary of selected key programs and 
initiatives only.  These provide examples of activity surrounding design education 
and engagement, and the majority are derivatives and outcomes from various 
government design policies.  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
16 See also, Powering Ideas report (Australian Government, 2009)  
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Table 1: International design education programs, centres and initiatives17 (non exhaustive)   
PROGRAM/CENTRE REGION OBJECTIVES 
Better by Design 
betterbydesign.org.nz 
 
NZ Assists New Zealand companies to increase their international 
competitiveness by integrating design principles right across their 
business. 
British Design Innovation 
britishdesigninnovation.com 
UK Represents Industrial Designers involved in product, service and 
interaction design. Promotes creative expertise, knowledge and 
experience. Offers a University Industry Design Partnership program to 
enable effective innovation through collaborative development of IP. 
Create Hong Kong 
createhk.gov.hk 
Asia Set up under the Commerce and Economic Development Bureau to 
champion, lead and drive development of the creative economy in 
Hong Kong. Co-ordinates Government policy regarding creative 
industries, and works with trade to boost development. Seeks to build 
creative capital in the region. 
Design Council 
designcouncil.org.uk 
UK Mission is to bring transformative power of design to the things that 
matter, inspire design thinking, encourage public debate and inform 
government policy to improve everyday life and to help meet 
tomorrow’s challenges today.18 
Design Singapore19 
designsingapore.org 
Asia Aims to place Singapore on the world map for design creativity. It 
looks to developing a thriving, multidisciplinary design cluster of 
industries and activities in Singapore that has relevance and impact 
globally.  
European Design Innovation 
Initiative 
ec.europa.eu 
EU Seeks to exploit the full potential of design for innovation, raise 
awareness of design as a driver of innovation in Europe, and enhance 
its role as a key discipline in bringing ideas to market and transforming 
them into user-friendly and appealing items. Comprised of the EU 
Design Leadership Board.20  
Hong Kong Design Centre 
hkdesigncentre.org 
Asia Promotes and celebrates design excellence, champions strategic and 
wider use of design for business growth and community benefits, 
educates professionals and the community to be resourceful 
champions for sustained development through design and innovation. 
INDEX: Design to Improve Life 
designtoimprovelife.dk/ 
EU In 2012/2013, in a bilateral collaboration between Denmark and 
Sweden with support from the European Union, this program will 
certify 200 teachers, who will then teach 4000 students to Design to 
Improve Life as part of general education curriculum at professional 
colleges and primary/secondary schools. The goal is not necessarily to 
promote the design professions, but to offer young people the tools of 
design for all walks of life. 
Le Laboratoire, Paris 
lelaboratoire.org/en/ 
EU Contemporary art and design centre in central Paris, where artists and 
designers experiment at frontiers of science toward larger scale 
cultural humanitarian and commercial works of art and design. 
Project H Design 
projecthdesign.org/ 
USA Uses the power of design and hands-on building to catalyse 
communities and public education from within. This program has a 
specific focus on the transformation of curricula, environments, and 
experiences for K-12 educational institutions in the US. 
Smithsonian Cooper-Hewitt, 
National Design Museum 
cooperhewitt.org/ 
USA The only museum in the USA devoted exclusively to historic and 
contemporary design. It presents compelling perspectives on the 
impact of design on daily life through active educational and curatorial 
programming. 
STEMNET 
stemnet.org.uk 
UK Promotes interdisciplinary connections between Science, Technology, 
Engineering and Maths. 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
17 The programs listed in this table center on large-scale government initiatives. Many other smaller, private, 
non-government and community based programs exists in various nations and regions. Listing the most 
prominent initiatives helps to showcase the variety of programs on the international stage. 
18 Refer to The Power to Transform document to find out more: 
http://www.designcouncil.org.uk/PageFiles/5/Design%20Council%20Impact_Brochure.pdf 
19 In 2002, the Singapore Government put in place the Creative Industries Development Strategy (addressing 
the Arts & Culture, Design and Media sectors), to develop Singapore into a Vibrant New Asia Creative Hub and 
to propel the economic contribution of the Creative Cluster (DesignSingapore Council, 2009). 
20 For more information on complimentary policies as part of the ‘industrial Innovation’ enterprise and 
industry initiative visit http://ec.europa.eu/enterprise/policies/innovation/policy/design-
creativity/edii_en.htm 
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PROGRAM/CENTRE REGION OBJECTIVES 
Teachers Media 
teachersmedia.co.uk 
UK Open online platform for teachers to share information and teaching 
materials. Exclusive use for schools and teacher training institutions. 
The Design and Technology 
Association 
data.org.uk 
UK Prepares pupils to participate in tomorrow’s rapidly changing 
technologies, by learning to think creatively. 
The Laboratory, Harvard 
University, 
thelaboratory.harvard.edu/conc
ept/the-lab/ 
USA Catalyses the development of Harvard student and faculty ideas 
through work-in-progress exhibits, monthly Idea Nights, and annual 
experiments between leading international artists and Harvard 
University scientists. 
The Sorrell Foundation 
thesorrellfoundation.com  
 
UK Aims to inspire creativity in young people and improve quality of life 
through good design. The ‘joinedupdesignforschools’ program gives 
students the role of clients for a design project at their school. 
Students then work in teams to create a brief for their designers and 
architects, and engage in a process that leads to innovative design 
concepts for schools and new life skills for pupils. 
DESIGN EDUCATION – INTERNATIONAL CONTEXT 
When describing the knowledge worker, Ardizzone and Rivoltella (2006) classify 
them as three things (i) ‘low definition professionals’, because as workers they are 
space and time independent i.e. can work at home outside of traditional working 
hour; (ii) hybrid figures, because they require an aptitude for integrating 
competencies; and (iii) flexible workers. In the transition to an increasingly 
interconnected and complex knowledge society, promoting alternative forms of 
collaboration with other education agencies (such as libraries and universities) is 
becoming increasingly important. So too, is the necessity of good training for all 
professionals involved in diffusion and use of technology to facilitate education 
(Ardizzone and Rivoltella, 2006). In New Zealand, the Growth and Innovation 
Framework (GIF) has been used to develop a knowledge-based economy by 
providing new ways for government to link cultural and economic values (Bill, 2011). 
This ‘creativisation’ of TEOs21 was just one of a number of contingent effects that 
has begun to generate a bifurcated system of [fashion] education provision that 
distributes higher status, ‘creative skills’ to some individuals and lower status, 
technical skills, to others (Bill, 2011). 
In the knowledge era (to which we are transitioning), learning and innovation are 
central (CERI, 2008). Increasingly, governments and teachers are looking towards 
technology as the most appropriate and viable tool to help willing students engage 
with one another in “deep and profound ways”.  By allowing greater diversity, 
students can build and strengthen their own networked communities and share 
perspectives (Thomas and Brown, 2011). This notion centres on the idea that a 
“new culture of learning”, one that can adapt to rapid change, is needed. Moreover, 
this new culture must adapt to understand that teachers no longer need to provide 
the latest information because in the new era, information (particularly social 
information) is co-created (Thomas and Brown, 2011).  
Design thinking is an important medium to meet future global challenges. This is 
because it involves epistemological pluralism and consciousness of the system-
wide consequences of decisions (Dunne and Martin, 2006). Rather than taking an 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
21 Tertiary Education Organisations 
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unsustainable technocentric view of innovation, design thinking is “an approach to 
innovation that is powerful, effective, and broadly accessible, that can be integrated 
into all aspects of business and society, and that individuals and teams can use to 
generate breakthrough ideas that are implemented and that therefore have an 
impact” (Brown, 2009:3). The Creative Industries Task Force 2001 report 
(2001:506) highlights design as a growing sector in the United Kingdom. In doing 
so, it emphasises four key areas that design will need to address in the future. 
These include: 
 Aging population – requires specialist and more inclusive design solutions 
 Social responsibility – a more environmentally conscious view of design as 
there is continued growth in international environmental regulations 
 Competitive advantage – advent of new technologies and increasing global 
competition will see design used as a key differentiator in establishing 
market presence 
 New technology – potentially the biggest impact within the design 
consultancy sector and a large new arena for fee income  
Moreover, the European Design Leadership Board highlights six different areas for 
strategic action. While these areas of action are Euro-centric, it is worth noting the 
overall theme of ‘design immersion’. This echoes other international and national 
approaches to design, and indicates a clear trend toward design integration, across 
and between disciplines and stakeholders. Areas for strategic action specifically 
include (European Union, 2012):  
1. The global stage - identifying and strengthening existing European Design 
Centres, and creating a “Designed in the European Union" label; 
2. Europe's innovation system - developing new methods to measure the 
growth impact of investment in design, and including design within 
innovation and business incubators and their networks; 
3. Europe's enterprises - strengthening design innovation in SMEs and 
facilitating access to finance for design-led companies; 
4. The public sector - increasing the use of design and designers in public 
sector innovation by establishing design labs; 
5. The research system - embedding design research in Europe’s research 
system; and 
6. The education system - fostering a culture of design learning and 
encouraging Member States to support the development of design 
competencies for the 21st century. 
 
Internationally, design is being recognised in education systems “as an educational 
zone which unites the academic and the vocational” (Design Commission, 2011: 
25) and develops appropriate 21st century skillsets, behaviours and attitudes 
towards cultural ‘design immersion’. Design competencies cultivate intellectual 
skillsets such as creative idea generation and lateral, conceptual, analytical and 
critical thinking abilities; social, historical, cultural, environmental and political 
awareness; and enhanced perception and observation skills (including intuition, 
human-centred understanding and emotion) for research. Balancing this, are the 
practical skillsets of visual communication and visual appreciation/literacy skills; 
understanding of materials and processes; and the advanced iterative process of 
‘learning through doing’. Design competencies also cultivate transformative 
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 12	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
entrepreneurial and enterprising behaviours such as teamwork and collaboration, 
user-focused problem solving, a mature approach to risk and ambiguity, as well as 
healthy curiosity and self-reflection (2011:25-27).  
Design, as a component of a general education is recognised to have the capacity 
to give young people a framework for creative and critical thinking which can be 
applied to other academic subjects, while developing a resourceful optimism, 
motivation and sense of agency, morality and citizenship. It also has the potential to 
provide an extra visual language for communication and expression, and unlock 
practical competencies in non-academic and underachieving students, thereby 
helping to tackle social exclusion (2011:28). The development of generic design 
competencies will stave off public misconceptions about design being more about 
aesthetics than function, and educate future generations of consumers about “the 
specialist processes, skills and global supply chains that support their daily lives”. 
(2011:29). Design as a “foundational paradigm for representation and action” (Cope 
and Kalantzis, 2010:589) and “a fundamental category of meaning making”, will 
also enhance the capabilities of the “growing numbers of people who are Designers 
by persuasion but not profession” (2010: 597), thereby democratising responsibility, 
and mobilising activity to address the four above mentioned areas of concern.  
Internationally, it is understood that an “epochal shift in the balance of agency” 
(2010: 591), brought on by the self-regulating compliance processes of the post-
Fordism workplace, markets of mass customisation, participatory culture and 
politics, and unconventional governance, also has implications for the design 
professions. Today’s design professionals are more respectful and inclusive of 
users in the design process, practicing ‘user centred design’ and ‘participatory 
design’ (2010:590-592), as well as ‘design activism’ and the redirected practices of 
‘slow design’, ‘co-design’ and ‘metadesign’. This dictates that the design 
professional is required to be educated as a “conversationalist, facilitator, mentor 
and pedagogue” as well as “aesthete and technocrat” (2010:592).   
The broadened scope for agency, fuelling a dynamic of divergent life narratives, 
personae, and styles, and practice beyond previously structured disciplines, means 
that design professionals are required to negotiate differences and strengths in 
collaborative practice, as well as create many approaches which offer layers of 
alternatives and anticipate indefinite possibilities (2010:595). Moreover, the 
traditional delineations of Nigel Cross’s (2007:18) three cultures of human 
knowledge and ability – the sciences, the humanities and design – are blurring, 
creating hybrid professions and larger imperatives for design. In order to create 
value for industry and business, designers need to bring the skills and knowledge 
from Göran Roos’ (2012) four domains of science and technology, design, art and 
hermeneutics, and “master an art of human engagement based on ethics and care” 
(Friedman, 2012:146). Design in all levels of education must be conceived of as 
interdisciplinary and even metadisciplinary (Cope and Kalantzis, 2010:587).  
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The world needs designers. Those 
that can think and imagine and 
create new and innovative ways to 
live and work. We need to build a 
bank of creative capital that will 
enable us to meet current and future 
challenges.  Design education can be 
an impetus for a culture of creative 
excellence.  
Michelle Azzopardi (State of Victoria, 2009) 
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DESIGN EDUCATION – NATIONAL CONTEXT 
A 2011 international analysis of Design Education Policy undertaken in Restarting 
Britain: Design Education and Growth (Design Commission, 2011), promoted 
countries regarded to be at the cutting-edge of interdisciplinary practice and leading 
design education initiatives at all levels of creative education, however Australia’s 
activities in this area did not rate a mention. With the absence of a National Design 
Policy, Australia is reliant on the National Cultural Policy Creative Australia 
(Commonwealth of Australia, 2013) to recognise the contribution of design-led 
thinking in the cultural and economic sectors, against the backdrop of the Asian 
Century. However, currently this document does not directly reference the 
importance of cultivating these skills, behaviours and mindsets in education for 
future sustainment, so there is a need for infrastructure to be developed to allow 
prototyping for social innovation in the education sector in Australia. 
The Australian National Curriculum has seen a nation-wide reconfiguration of 
learning to create efficiencies across states and also to recognise ‘higher order-
thinking’ and complex problem solving abilities. However, design is not yet 
recognised in the education context as a vehicle for achieving these aims, due to a 
lack of evidence-based research. Creative Australia acknowledges that “creativity in 
schools is considered as a vital 21st century skill to drive innovation and productivity” 
(Commonwealth of Australia, 2013:47) and that “creative thinking and design will 
play key roles in positioning young minds to be innovators” (2013:79). It recognises 
that “an arts-rich education that starts at school helps young people think critically 
and develop a strong sense of identity and high self-esteem. It also assists develop 
future audiences, consumers and creators.” (2013:77). As such, the Australian 
Government supports the development of a new Australian Curriculum: the Arts 
which will provide a universal arts education for lifelong learning and “will see 
students develop creative skills through access to music, media arts, dance, drama, 
and visual arts” (2013:47).   However, this does not explicitly include design. 
There are a number of initiatives operating at the national level. An example of this is 
the Australian Sustainable Schools Initiative22 (AuSSI), which is a partnership of the 
Australian Government, all state and territory governments and the Catholic and 
Independent school sectors. The initiative seeks to provide practical support to 
schools and communities to help them “live and work more sustainably”. To do this, 
AuSSI school students can then engage with design through educational tasks 
such as sustainable building design or the development of mobile compost bins 
through student design initiatives (Tasmania). 
The following sections provide a brief summary of examples and initiatives 
happening (or that have happened) across key states in Australia including Victoria, 
Tasmania and New South Wales (Refer Table 2 for a summary of each program). 
Queensland is then profiled and positioned within the national and international 
context.  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
22 AuSSI: Queensland Case Study Example [publication] Queensland School Benefits from Outdoor Experiences 
http://www.environment.gov.au/education/aussi/publications/pubs/aussi-qld-case-study.pdf  
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Table 2: National design education programs, centres and initiatives23 (non exhaustive) 
PROGRAM/CENTRE REGION OBJECTIVES 
agIdeas VIC International Design Week is an annual design festival developed 
and presented by the Design Foundation in Melbourne. 
Designing our Future VIC Research focuses on undergraduate education in industrial design, 
graphic design and multimedia design. 
Design Research Report 2012 – 
Victoria’s Design Capabilities, 
Performance & Business Use of 
Design 
VIC Research analyses Victoria’s design sector capabilities, the use of 
design by SMEs, and measures the impact of design on the 
Victorian economy. The findings have informed Victorian Design 
Initiatives 2012-2015. 
Department of Education Strategic 
Plan 2012-2015 
TAS Provides every Tasmanian with the opportunity to continue to learn 
and research their potential, to lead fulfilling and productive lives, 
and to contribute positively to the community.  
Design Emergency NSW Aims to take primary school students through a design thinking 
process that will generate a number of solutions addressing 
challenges. The focus is on the process of working collaboratively, 
experimenting, and engaging with design thinking methodology.  
Victorian Curriculum and 
Assessment Authority 
VIC Provides high quality curriculum, assessment and reporting that 
enables individual lifelong learning. 
Victorian Curriculum and Assessment Authority (VIC) 
The Victorian Curriculum and Assessment Authority (VCAA) is an independent 
statutory body responsible to the Victorian Minister for Education. VCAA is run by 
the Victorian Government and serves both government and non-government 
schools across all year levels. An example of one of the courses accredited by the 
VCAA is Visual Communication Design. This covers the fields of communication 
design, environmental design and industrial design, and consists of four units: 
Introduction to visual communication design, applications of visual communication 
design, design thinking and practice, and design development and presentation.  
Underpinning the design process is ongoing analysis, reflection and 
evaluation requiring creative, critical and reflective thinking, referred to as 
design thinking (VCAA, 2012:12)  
For this program, students are expected to engage through drawing and/or three-
dimensional models to present design solutions; however, the manufacturing of 
functional prototypes is not required. The six stages in the design process that are 
adopted as part of the curriculum include: (i) brief; (ii) research; (iii) ideas; (iv) 
development; (v) refinement; and (vi) resolution (Figure 2 below).  
What is most interesting about this program is the reliance on ‘Design thinking and 
practice’ as well as ‘Design development and presentation’. Furthermore, the 
iterative process outlined in Figure 2 emphasises the ‘design thinking’ as occurring 
throughout the six stages and that this ‘thinking’ process centres on three core 
elements - creative, crucial and reflective thinking. 
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
23 The programs listed in this table largely centre on large scale government or organisational initiatives. 
Many other smaller, private, non-government and community-based programs exist in various states and 
regions.  
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Figure 2: States in the design process (VCAA, 2012)  
AG Ideas International Design Week (VIC) 
agIdeas International Design Week24  is an annual design festival established in 
1991, and developed and presented by the Design Foundation in Melbourne.  Its 
program for 2013 celebrates design excellence and promotes the value of design 
driven innovation at all levels to a wide audience.  Key programs include: 
 International Design Forum – A three-day forum including presentations from 
40 internationally acclaimed multi-disciplinary designers  
 Research Conference – A one-day conference endorsed and supported by 
an academic advisory board, that provides design and business researchers, 
educators and practitioners with the opportunity to present peer-reviewed 
design research papers  
 Advantage – A three-hour business breakfast discussing the link between 
design, design thinking and innovation, and opportunities for building 
business advantage in the global economy  
 Futures Design Course Expo and Speaker Presentation – A program 
designed to assist secondary school students in the transition to tertiary 
design education. Students explore information stalls held by universities 
and TAFEs, and acclaimed designers/creative leaders discuss career 
insights 
 Next – This workshop aims to encourage primary school students to 
become champions of good design, by participating in activities with 
professional designers  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
24 http://www.agideas.net/ 
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The program’s format and reach is similar to the Queensland Government’s 
Unlimited: Designing for the Asia Pacific 2010 Program, but rather than showcasing 
the value of design thinking in shaping a positive future for the Asia Pacific region, 
this program is focused more on creative capital and business innovation. 
Designing our Future (VIC) 
In 2009, Design Victoria commissioned Designing our Future: A Report on Tertiary 
Design Education in Victoria, to examine the training and development of the next 
generation of designers to operate in the knowledge economy. This research 
focused on undergraduate education in the areas of industrial design, graphic 
design and to a lesser extent, multimedia design. Key findings of the research were: 
 Despite a high student satisfaction rating of courses, design education falls 
short of the criteria that define the leading design schools internationally. 
 There is a need to provide design students with opportunities to engage 
across disciplines, particularly with business and commerce. 
 A range of deterrents to entering tertiary design study exists, from course 
selection, to a lack of understanding of potential careers in the design 
industry. 
 There is a lack of partnerships between educational institutions and 
corporations with training and employment potential (State of Victoria, 2009). 
The findings provided an opportunity to review teaching practices, refine course 
planning and examine the increasing importance of engaging with other disciplines. 
Design Research Report 2012 - Victoria's Design Capabilities, 
Performance & Business Use of Design (VIC)  
In July 2012, the Victorian Government Department of State Development, 
Business and Innovation commissioned a research report to update existing data 
on the design sector and the current use of design by Victorian businesses. The 
objectives of the research were to describe Victoria’s design sector and the use of 
design by SMEs, provide a current picture of Victoria’s design capabilities, and 
measure the impact of design on the Victorian economy.  Key findings from the 
research were: 
 Victorian firms spend $7.3 billion annually on design, with an estimated 
195,000 people employed as designers or in related roles  
 the design sector has faced similar challenges as other sectors in recent 
years with little overall economic growth in the number of design 
consultancies  
 recruiting quality design graduates is easier for businesses now than it was 
in 2008  
 there is a clear link between the level of design use by firms and their 
innovation and profitability (Wallis Consulting Group, 2012) 
These findings have informed Victorian Design Initiatives 2012-2015,	   a $10 million 
commitment to create opportunities for Victoria to be more innovative through 
design, and ensure a strong supply of skilled and work-ready designers to drive 
future industry growth. This commitment involves a Business by Design program	  
that helps firms to apply leading design practices and processes to improve their 
products and services and develop greater market presence (similar to 
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Queensland’s Ulysses: Transforming Business through Design program), a Design 
Masterclass program offering firms practical steps on innovative management 
models for growth, and Smart Design Vouchers, which will assist Victorian firms to 
facilitate collaborations with researchers to improve products and services25. 
Department of Education Strategic Plan 2012-2015 (TAS)  
In Tasmania, the Department of Education Strategic Plan 2012-2015 vision is to 
educate “Successful, skilled and innovative Tasmanians.” Activities in Tasmania 
include the K-10 sector in Vocational and Applied Learning (VAL). VAL focuses on 
preparing young people with “skills and dispositions they require to participate in life, 
education and work beyond the school environment”26. Notably, this Tasmanian 
plan is centred more toward generating a skilled and capable workforce through 
focus on trades and vocational training (seemingly more so than other states). 
Design Emergency (NSW) 
In New South Wales, one of the predominant centres for design programs is  
Object27Australian Design Centre. It offers a number of education, workshop and 
exhibition programs that tour New South Wales, South Australia, Victoria and 
Tasmania. In terms of educational engagement, the Design Emergency program28 
aims to take design thinking to primary and secondary schools. Launched as a pilot 
program in 2011 with in-school workshops across NSW (website launched in 2012), 
the goals are to transform the entire school curriculum by developing key aspects of 
the Quality Teaching Framework29 . The goal of this program is similar to the 
Queensland Government’s Design Minds initiative, and in many ways will replicate 
the objectives of the goDesign30 program.  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
25 http://www.business.vic.gov.au/industries/design/overview/victorian-design-initiatives  
26 For more information on the Tasmanian Curriculum K10 Vocational and Applied Learning Syllabus and 
Support - Refer to the following web link 
http://www.education.tas.gov.au/documentcentre/Documents/Tas-Curriculum-K-10-Vocational-and-
Applied-Learning-Syllabus-and-Support.pdf  
27 For more information about Object go to: http://object.com.au/. For more information about Design 
Emergency Pozible campaign go to: http://pozible.com/objectdesignemergency   
28 For more information on the Design Emergency project and objectives, go to: 
http://www.object.com.au/cms/images/uploads/pdf/design-emergency_brochure120917web.pdf  
29 For more information on the NSW approach to the Quality Teaching Framework, go to: 
https://www.det.nsw.edu.au/proflearn/docs/pdf/qt_EPSColor.pdf  
30 The goDesign program was launched in Queensland in 2010. It involved a travelling design workshop that 
toured regional schools. Since then, the networks and data collected have inspired other workshops that 
centre on student design engagement as well as teacher training (e.g. Generation and Learning By Design 
Workshops, goDesign Express). Most notably however, has been the development of the Design Minds and 
Design Online educational resources by the Asia Pacific Design Library (APDL). (Refer Table 6 and Glossary in 
Appendix 1 for more information) 
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QUEENSLAND INITIATIVES 
The Queensland Government has a very successful, internationally applauded 
Design Strategy and Design Council which recognises that design-led thinking and 
practice is central to Queensland’s development, productivity, culture and quality of 
life (Queensland Design Council, 2011). Design within arts development is 
considered vital to support future industry and foster a design-savvy state that 
recognises the value and role of design from product to productivity; to create a 
state that thinks creatively and commercially. It is understood that design is a 
discipline that intersects with others including manufacturing, technology, mining, 
retailing, agriculture, tourism, health and infrastructure (Queensland Design Council, 
2011). Design is a ‘noun’ and a ‘verb’ – a process, a way of thinking and activating 
advantage (Serrat, 2010). The definition of design is not limited to product. For 
design to solve major environmental and social challenges, and drive growth and 
resilience in our state, it needs to be an integral part of all learning. It needs to 
pervade the whole of an organisation and community, to support future industry 
leaders and consumers who recognise the value and role of design. 
As identified in the Queensland Creative Industries Strategy (Queensland 
Government, n.d.), regional centres in Queensland form an important part of 
economic growth. Queensland in particular is viewed as a global region from which 
the economic performance is built off economic centres and localities across the 
State. For this reason, a holistic approach is presented in the Queensland Design 
Strategy 2020 Implementation Plan 2012–16, which aims to improve the 
competiveness of Queensland businesses through design, and thereby increase the 
capacity of Queensland designers to meet future demand, innovate and develop 
markets for Queensland design (Arts Queensland, 2009). It is also important to note 
that in Brisbane, international higher education is the largest export industry. 
Estimates indicate that $2.27 billion in course fees was acquired in 2010, plus a 
further $4.11 billion in non-course related spending. At any given time, there are 
approximately 55,000 international students living and studying in Brisbane (Study 
Brisbane, 2012). This is an important driver to ensure that international higher 
education offerings remain relevant to international markets. 
If Queensland is to position itself as a knowledge economy as part of the Asia 
Pacific design community, it needs to demonstrate national leadership in valuing, 
prioritising and measuring the success of design and creative education at all levels, 
in order to deal with the complexity of the challenges facing business, government 
and society in the 21st century. This requires urgent consideration to safeguard a 
globally competitive design industry, contribute substantially to economic revival 
and resilience, and ensure that Tomorrow's Queensland is a ‘strong, green, smart, 
healthy & fair’ place to live (Queensland Government, 2010b). Moreover, if 
Australia’s world position for education is to change, then the current social and 
professional status of teachers must change (Hattie, 2010).  The Queensland 
Government has attempted to acknowledge this in the Great Teachers = Great 
Results action plan that invests additional funding to recognise and reward high 
performing teachers.  The plan focuses on professional excellence in teaching and 
school autonomy initiatives, consisting of 15 actions including a structured annual 
performance process, mentoring, accelerated progression and paid post-graduate 
study (The State of Queensland Department of Premier and Cabinet, 2013). 
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Given the momentum gained by the National Cultural Policy Discussion Paper: 
Response by the Queensland Design Council (2011) and the recognisable synergies 
in the recently published UK Design Commission Report Restarting Britain: Design 
Education and Growth (Design Commission, 2011) and UK Design Council’s 
Design for Innovation (2011) paper, it is timely to consolidate the many current 
innovative design-based learning initiatives supported by the Queensland 
Government and encouraged by the Queensland Design Strategy 2020, and the 
untapped opportunities which will showcase Queensland educators, designers, and 
government as national leaders in design research and education within the broader 
Asia Pacific region. 
This study aims to assist the Queensland Design Council to prioritise design and 
creative education, visualise and assess current activity and strategies to address 
deficiencies, and provide analysis of current strengths and opportunities for future 
development of design and research activities, to drive market development. The 
study, in its focus on design education, will inherently address the four aims of the 
Queensland Design Strategy 2020 (QDS). 
Queensland Design Council 
The Queensland Design Council (QDC) is a high level strategic advisory body whose 
role is to inform the Queensland Government’s design agenda and the direction 
and priorities of the Queensland Design Strategy 2020. The QDC is recognised as a 
design-leading, action-based group evidenced by their increasing role and influence 
and successful implementation of QUEENSLANDERSIGN™ 30  a ‘best practice’ 
endorsement initiative. The Queensland Design Council believes that “The role of 
design thinking and practice in education is critical. The National Education Policy 
should dovetail with the National Cultural Policy and National Design Policy to 
legitimise design, culture and creativity. To acknowledge design thinking as part of 
our learning approach, no matter what level, can foster productivity while 
simultaneously serving as an access bridge to the core arts” (Queensland Design 
Council, 2011). 
Queensland Design Strategy 2020  
The Queensland Design Strategy 2020 is a whole-of-Government framework, to be 
implemented over three four-year periods, recognising the value of good design in 
helping to solve some of the biggest challenges facing our State (Arts Queensland, 
2009). It is positioning Queensland as a leading centre for design in Australia and 
the Asia Pacific region. The Strategy vision is that by 2020 Queensland will be 
synonymous with good design. The Strategy has four key objectives: 
1. Strengthen the Queensland economy 
2. Foster a design culture 
3. Build design knowledge and learning 
4. Support public sector innovation 
The Strategy is working; delivering high yield returns and significant ‘firsts’ for the 
state in 2011–12, including: 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
30 http://www.queenslandersign.com.au/ 
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 May 2012 – The Queensland Design Council and Queensland Government 
– through Arts Queensland and the Office of the Government Architect – 
was invited to host the National Design Policy Forum of industry leaders, 
peak professional bodies and other governments; 
 May 2012 – Queensland hosted the sell-out Australian Institute of Architects 
National Conference, with 1500 delegates - an 18% increase on the 
Sydney-hosted conference in 2011 – including 750 interstate and 
international delegates; 
 June 2012 – Queensland launched Design Minds31, a ‘first’ for the nation in 
terms of a government driven design education program, and achieving 
3675 views across 10 countries in the first week.	  	  Design Minds	  is a whole-
of-state online design learning resource for Queensland educators and 
students developed with content derived from the Queensland/Smithsonian 
Institution Partnership’s Cooper-Hewitt National Design Museum Fellowship 
recipients – Queensland teachers who spend up to 12 weeks with the 
world-class Education Department of the Smithsonian Institution in New 
York.	   
 July 2013 – Queensland will host the 9th World Design & Health Congress, 
anticipating over 700 delegates from over 35 countries. Arts Queensland 
and the Department of Health are working with the International Academy 
for Design and Health to support this global forum delivering education, 
research, advocacy, business and professional networking activities, 
including a three day conference, associated seminar/workshop forums, 
awards and exhibition. 
MAPPING QUEENSLAND DESIGN EDUCATION & 
RESEARCH ACTIVITY 
The following section provides a summary of the Queensland primary and 
secondary school education landscape, as well as formalised design education and 
research programs operating across Queensland in the tertiary and professional 
development sectors. This information has been derived from a scan of literature 
and relevant government and resource sector information outlining relevant 
programs and associated course providers.  
Queensland school distribution by region 
Servicing a current population of 4 585 776 (Queensland Government Treasury and 
Trade, 2012), collectively there are 1,239 State Schools in Queensland. This 
includes prep, primary, secondary and special schools (Figure 3). The majority of 
schools are located within Metropolitan, North Coast and Darling Downs South 
West regions. As highlighted in the Action Plan for Rural and Remote Education 
2011-2015 (Queensland Government, 2010a), approximately half of the state 
schools in Queensland cater for almost a quarter of  the state school students in 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
31 See Press release for Design Minds - 
http://www.slq.qld.gov.au/__data/assets/pdf_file/0019/219511/MR_SLQ_launches_Design_Online.pdf (Arts 
Queensland, 2009; 2010). Also Refer Appendix 1 for more details. 
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rural and remote areas. This equates to approximately 616 rural and remote 
schools in Queensland32. The Department of Education and Training is committed 
to providing high quality education and training programs. This approach is 
complimented by other programs such as the Queensland Government Smart 
Classrooms 33  initiative, which provides a comprehensive strategy for digital 
education in Queensland state schools. It is student-centric and based on the 
demand of harnessing the learning potential of ICT.  
 
Figure 3: Queensland schools distributed by region34  
Primary schools 
In 2011, 18% of Australian schools were in Queensland (ABS, 2011).  This equates 
to 1708 schools including 72% Government and 28% non-government schools. 
(ABS, 2011). Most notably, Queensland has a higher proportion of small regional 
schools than other states in Australia (McCollow, 2012:5). This provides unique 
state challenges and opportunities to develop programs and curriculum that can be 
easily transferred, shared and disseminated across schools and regions. As well as 
the Smart Classrooms program, the Department of Education, Training  & 
Employment’s comprehensive eLearning environment, The Learning Place35 also 
provides opportunities for schools to network, connect, share and collaborate, 
utilising resources and information freely available through digital technologies.     
Secondary schools 
In 2011 there were 494 secondary schools registered in Queensland (ABS, 2011). 
This includes 251 secondary schools (50%) and 243 primary and secondary 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
32 Please refer to the Department of Education and Training 2010 spreadsheet, available here: 
http://education.qld.gov.au/ruralandremote/resources/xls/rural-remote-locations.xls  
33 For more information on the Smart Classrooms initiative visit: 
http://education.qld.gov.au/smartclassrooms/index.html  
34 Data derived and collated from the Queensland Government Department of Education, Training and 
Employment (DETE) School Directory as well as the Queensland Government Reports and Statistics Count by 
Region, updated August (2012) 
35 http://education.qld.gov.au/learningplace/index.html 
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combined schools. Figure 4 provides a summary of the number of schools 
throughout the state of Queensland. Clearly, there are more than twice as many 
primary schools. This is a concern, considering the need to increase secondary and 
tertiary enrolment figures. Given the shift towards greater dependence on the 
knowledge economy to drive innovation, it has become evermore apparent that 
obtaining tertiary qualifications will have dramatic implications for the future.   
 
Figure 4: Queensland State School Count (Queensland Government, 2012) 
Queensland primary and secondary teachers operate within strict pre-existing 
teaching frameworks and benchmarks including NAPLAN (National Assessment 
Program for Literacy and Numeracy), Australian National Curriculum, C2C 
(resources assisting teachers in implementing the National Curriculum in the 
classroom), and Queensland Professional Standards for Teachers. The Queensland 
Studies Authority (QSA), a statutory body of the Queensland Government, provides 
Kindergarten to Year 12 syllabuses, guidelines, assessment, reporting, testing, 
accreditation and certification services for Queensland schools. Currently in the 
secondary sector, limited aspects of design exist within the syllabuses of graphics, 
visual arts and in limited schools, industrial technology and design (formerly manual 
arts). Design is not delivered as an Overall Performance (OP) Ranking subject for 
immediate university entrance in schools as part of the National Curriculum.  
However, Education Queensland has introduced, as part of its 2012-2016 agenda 
for improvement, United in our Pursuit of Excellence, that each state school is 
required to implement a research-validated pedagogical framework that is 
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collaboratively developed with the school community by the end of 201336.  It is 
within this framework that Pimpama State Secondary College has developed a 
pedagogical framework that aims to produce digitally literate, effective 
communicators and 21st century learners through the teaching of design thinking 
across curriculum. Other teachers are delivering design education programs in 
Queensland by taking their own initiatives to integrate design within existing subject 
areas and learning benchmarks. The Queensland Government/State Library of 
Queensland initiative Design Minds provides a professional development and online 
support platform for a statewide and international community of teachers and 
academics to connect and share resources/toolkits for design education. 
Tertiary Sector - University programs 
There are nine universities across Queensland and each university offers different 
educational objectives. Each offers programs related to design education, except 
for Australian Catholic University (Brisbane Campus). In each of these universities 
design education is offered across a variety of levels including: Graduate Certificate, 
Bachelor, Graduate Diploma, Honours, Masters (Coursework and Research), as 
well as Doctor of Philosophy (Research). A summary of the undergraduate design 
programs available at universities in Queensland is provided in Table 3 (Refer 
Appendix 1 for a list of all programs). 
Table 3: University Design Courses in Queensland - Bachelor Degree Programs37  
 ACU BOND  CQU GRIFFITH JCU QUT  UQ USQ  USC 
Architecture          
Architectural Design          
Architectural Studies          
Building Design   ≠       
Creative Media        ≠  
Design Futures          
Digital Media/ Digital 
Design 
         
E-media Design          
Environmental Design          
Fashion Design          
Games Design          
Graphic Design          
Interior Design          
Interior Environments          
Industrial Design          
Interactive and Visual 
Design 
         
Landscape Architecture          
Media Design          
Multimedia Design   ≠     ≠  
Product Design          
Sound Design          
Visual Communication          	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
36 http://education.qld.gov.au/curriculum/pdfs/pedagogical-framework-a-glance.pdf    
37 Universities: ACU – Australian Catholic University; BOND – Bond University; CQU – Central Queensland 
University; GRIFFITH – Griffith University; JCU – James Cook University; QUT – Queensland University of 
Technology; UQ – University of Queensland; USQ – University of Southern Queensland, and USC – University of 
the Sunshine Coast 
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 ACU BOND  CQU GRIFFITH JCU QUT  UQ USQ  USC 
Design 
3D Design          
Urban Design & Planning          
 
 Program offered at a regional location (For the purposes of this study a regional location will be noted as a location outside the 
greater Brisbane metropolitan area which includes the Logan, Redland, Moreton Bay and Ipswich local government areas) 
≠ Program offered via distance education  
 
 
Table 4: University Design Courses in Queensland - Postgraduate Degree & Research Programs36 
 ACU BOND  CQU GRIFFITH JCU QUT  UQ USQ  USC 
Honours programs   ≠     ≠  
Graduate Certificate/ 
Diploma 
  ≠       
Masters coursework        ≠  
Masters research         ≠ 
PhD research programs   ≠  ≠   ≠ ≠ 
 
 Program offered at a regional location (For the purposes of this study a regional location will be noted as a location outside the 
greater Brisbane metropolitan area which includes the Logan, Redland, Moreton Bay and Ipswich local government areas) 
≠ Program offered via distance education  
 
Overall, the tertiary sector offers 32 university campuses across the state and 
37.5% (n=12) of these campuses are in regional locations. 27 of these campuses 
offer design programs. A unique feature of CQU is that it offers 10 campuses 
across Eastern Australia, eight in Queensland and six of which are located regionally. 
All universities (except ACU) offer Higher Degree Research programs with design as 
a potential research theme, however Bond University does not offer a PhD research 
program. Generally, the universities that offer Honours programs also offer Masters 
(Research) and Doctor of Philosophy research programs (refer Table 4). (Refer 
Appendix 1 for a list of all programs). 
QUT is the only Queensland university that offers a fully accredited landscape 
architecture Bachelor degree and a Bachelor degree program in fashion design in 
its Brisbane campuses. QUT is also the only Queensland university offering double 
degrees in business/fashion design, and business/interactive & visual design.   
Griffith University differentiates its interior design, product design and visual 
communication design courses under a Bachelor of Design Futures program 
(articulating to a Masters of Design Futures), which acknowledges that designers 
are moving beyond the role of service providers to be change agents, research 
based practitioners, critics, entrepreneurs, theorists and strategists. It challenges 
non-compliant methods of design practice, disruptive technologies and the 
transgression between borders of professional and academic disciplines. Bond 
University offers the only undergraduate program in urban design at its campus in 
the Moreton Region, with QUT offering a coursework Masters program in urban 
design in Brisbane. Three universities offer undergraduate and Masters programs in 
architecture, however these are all delivered in the South East Queensland region. 
Excluding the above-mentioned courses offered in architecture and urban design, 
the majority of regional undergraduate design programs offered in Queensland 
universities are in the disciplines of digital media/multimedia design, games design 
and graphic design. 
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Working towards the aspirations of the Australian Design Integration Network 
(Commonwealth of Australia, 2013:91) to raise the awareness and adoption of 
design integration in business, QUT runs the only Queensland program in design 
led innovation.  Facilitated through the Master of Design (Research) degree, 
students are embedded in Queensland companies to practice and research the 
impact of design led innovation capabilities on company performance. There is no 
other specific tertiary sector interdisciplinary/cross-disciplinary design, design 
management, strategic design, or design leadership program offered in Queensland. 
CQU and USQ are the only universities offering distance design education 
programs. CQU offers undergraduate programs in building design and 
undergraduate up to PhD programs in multimedia design. USQ offers 
undergraduate up to PhD programs in creative media and multimedia design.  
Tertiary Sector - TAFE, VET, Vocational and Private College programs 
A number of TAFEs and private colleges offer design courses in Queensland, 
however these are largely delivered in South East Queensland. Whilst not 
categorised as universities, these institutions offer many opportunities for learning 
new skills and/or further development and updating of current skills specifically 
related to the design industry. Some of the private colleges also offer Bachelor 
degree programs. TAFE Queensland is the largest provider of design courses in 
regional areas in a variety of disciplines, however these are limited to the Moreton 
and Darling Downs regions.  A limited range of design courses are provided by the 
private colleges in the Moreton Region only, in fashion design, graphic design, and 
interior decoration/design. Distance education courses are provided by CATC 
Design School in graphic design and interior decoration/design. A summary of the 
programs delivered by TAFE/private college providers in Queensland is listed in 
Table 5. (Refer Appendix 1 for a list of all programs). 
Table 5: TAFE, VET, Vocational and Private College Design Courses in Queensland38  
 AI
CA
 
AI
CD
 
BB
 
CA
TC
 
DC
A 
JM
C 
ME
EE
 
MC
 
QC
 
QA
CI
 
QI
BT
 
SC
 
SB
IT 
TQ
 
Aboriginal or Torres 
Straits Islander 
Cultural Arts – 
National Visual Arts, 
Crafts & Design 
              
Building Design 
&Technology 
              
Branded Environment 
Design 
              
Commercial Interior 
Design 
              
Design               
Design Fundamentals               
Digital Media Design               
Fashion Design & 
Technology 
              
Game/s Design               	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
38 Colleges: AICA – AICA Education; AICD – Australian Institute of Creative Design; BB - Billy Blue College of 
Design; CATC - CATC Design School; DCA - Design College Australia; JMC – JMC Academy; MEEE – MEEE 
Australia College; MC – Martin College; QC – QANTM College; QACI - Queensland Academy of Creative 
Industries; QIBT – Queensland Institute of Business Technology; SC - Shillington College; SBIT - Southbank 
Institute of Technology; TQ – TAFE Queensland 
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 AI
CA
 
AI
CD
 
BB
 
CA
TC
 
DC
A 
JM
C 
ME
EE
 
MC
 
QC
 
QA
CI
 
QI
BT
 
SC
 
SB
IT 
TQ
 
Graphic Design    

≠   
        
Interactive Digital 
Media 
              
Interior Decoration 
and Design 
   

≠   
        
Interior Technology               
International 
Baccalaureate 
Diploma 
      
 
       
Millinery Design               
Residential Interior 
Design 
              
Visual 
Communication 
Design 
      
 
       	  
 Program offered at a regional location (For the purposes of this study a regional location will be noted as a location outside the 
greater Brisbane metropolitan area, which includes the Logan, Redland, Moreton Bay, and Ipswich local government areas) 
≠ Program offered via distance education  
 Bachelor Program 	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RESEARCH DESIGN  
To better understand the nature of design education programs in Queensland, a 
non-exhaustive review of design education programs nationally and internationally 
(as previously discussed) was undertaken. To complement this information, key 
Queensland stakeholders were also encouraged to participate39 in an online survey, 
focus groups and in-depth interview with each of the key targeted groups: design 
professionals, government representatives, academics (tertiary) and teachers 
(primary and secondary). The data presented in this report is anonymous and 
participants will only be referred to as a number (e.g. Participant 03 or Participant 
14). Where possible and where necessary, however, comments and specific 
findings from the regional sector will be emphasised. 
Survey 
Distribution 
The survey was distributed across Queensland and included urban and regional 
areas (Figure 5). The regional reach spanned areas such as Mt Isa, Cairns, Emerald, 
Chinchilla, Quilpie and Gold Coast, through to urban areas in the Brisbane region 
such as, Cleveland, South Brisbane, West End and Brisbane city. The survey 
yielded a response rate of 28%, and of those, 13% of responses were from regional 
areas including Chinchilla, Bundaberg, Gladstone and Toowoomba. All other survey 
responses were from participants located in the Brisbane metropolitan areas such 
as West End, South Brisbane, Brisbane and Fortitude Valley. The findings from the 
survey are provided in the following sections. In addition to this, a glossary of design 
education and research programs in Queensland is provided in Appendix 1. The 
data in this glossary has been derived primarily from the survey data (participants 
were asked to report on the programs they have participated in, facilitated, 
organised or created). 
Participants 
The Knowledge Economy Market Development Mapping Study survey was 
distributed across the state to selected participants. Participants were targeted to 
ensure maximum variation sampling. In all, N=40 respondents completed the 
survey. This includes participants across all sectors, including representatives from: 
 School level engagement including teachers and program facilitators; 
 Tertiary level engagement including university lecturers, professors, 
facilitators, administrative staff and students (who have been involved with 
design education programs); 
 Postgraduate and research level engagement including university lecturers, 
academics and professors; 
 Continuing professional development level engagement including design 
professionals. 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
39 Ethical clearance for the online survey and focus groups was confirmed as meeting the requirements of the 
National Health on Ethical Conduct in Human Research and deemed Low Risk by the Queensland University of 
Technology, Office of Research  (Ethics Unit). 
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Figure 5: Research Scope - Survey distribution and reach (left) and survey return (right) 
Participant age and gender 
Participants were aged 22–61 or over, with 25% aged 51-60; 27.5% 41-50; 20% 
22-30; 15% 31-40; and 12.5% 61 or over years of age. 60% of respondents were 
male and 40% female.  
Level of involvement in the design industry 
Of those surveyed, 40% are involved in tertiary level programs, 25% in secondary 
level, 15% primary, 12.5% CPD and 7.5% postgraduate/research (Refer Figure 6).  
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Figure 6: Level of involvement in design education 
Job identification and number of years in design programs 
In terms of job identification, 28% of participants identify as a professional working 
in private industry as a designer, manager or creative director, etc. (Refer Figure 7). 
Academics made up 28% of the participant cohort and teachers 18%, facilitators 
13% and government representatives 13%. Half of the participants (50%) have 
been involved with design education programs for 10 or more years and just under 
half (46%) have been in their current position for 10 or more years. 82% indicated 
that they facilitate, run and or teach distance learning/online learning initiatives. 
When asked to comment on the least and most successful programs, most 
participants indicated all programs were successful. Reasons for this include 
“facilitator expertise and enthusiasm”, hands-on courses, and that “Students loved 
it”. However, for the programs that were targeted as least successful, reasons 
include: 
 People do not like to pay out of their own pocket to attend and they do not 
get CPD points for it. 
 Not funded, and a lot of effort required outside work hours for those 
involved. 
 Educating one class of students at a time that may be too young40 to have 
any impact.  
 Students were not equipped with critical thinking skills and academic writing 
conventions by this stage41 of the course.  
	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
40 This comment was made in reference to teaching design programs to primary aged school children - 
concerns centred on the students’ abilities to retain necessary information about the process at a young age. 
41 This was in reference to a course work masters program whereby the participant felt students were unable 
to engage at the level necessary. The participant wanted to highlight their concern for future education and 
development based on their experiences tutoring within higher education. 
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Figure 7: Correlation between time in current job and time involved with design education 
CURRICULUM INDEPENDENT DESIGN EDUCATION/RESEARCH ACTIVITIES  
Table 6 below provides a summary of curriculum independent design 
education/research (DE) programs that are known to have been conducted across 
Queensland over the last 5 years (programs are listed alphabetically). This list has 
been compiled from survey and literature scoping data. 
Table 6: Curriculum independent design education/research activities in Queensland42  
 LEVEL OF ENGAGEMENT 
PROGRAM Primary Secondary Tertiary 
Post-grad/ 
research 
Industry/ 
CPD 
AGDA Annual CPD Program      
AIA Annual CPD Program      
AILA Annual CPD program      
Asia Pacific Design Library 	   	   	   	   	  
APDL43 Lecture Series      
Australian Space Design Competition      
Cardboard Chair Pressure Test      
CCI ARC Centre of Excellence for Creative 
Industries & Innovation 
     
Centre for Subtropical Design      
Creative3      
Creative Business Benchmarker      
DATTA 2012 National Conference      
Design Awareness Talks      
Design Futures Hothouse Conference      
Designing Futures  	   	      
Design Integration Workshop     	  
Design Integration Workshop Program      	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
42 Refer to Appendix 1 for a glossary of these activities 
43 ADPL - Asia Pacific Design Library, State Library Queensland 
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 LEVEL OF ENGAGEMENT 
PROGRAM Primary Secondary Tertiary 
Post-grad/ 
research 
Industry/ 
CPD 
Design Minds   	   	   	  
Design Thinking in School      
DIA Accredited DesignerTM      
DIA Qld Branch Annual CPD Program      
Experience 2012 National Architecture 
Conference 
     
Explore University Day and/or Camp - 
goDesign Express Program 
     
F1 in Schools program      
Flood of Ideas – School of Ideas Competition      
Giddy Widdle      
goDesign Travelling Workshop Program for 
Regional Secondary Students 
     
Gold Coast Digital Manufacturing Marine 
Challenge 
     
Grey Street 2020 Workshop Program – 
goDesign Express Program 
     
Homegrown 2011: ‘life in the slow lane’ 
Exhibition and Workshop Program 
     
KGSC Art + Design School of Excellence      
KGSC Engineering Technology School of 
Excellence 
     
Living City      
Optimism      
Origami      
Out of the Box Festival (OOTB)      
Pimpama State Secondary College      
QAGOMA Children’s Art Centre Program      
Qld Academy for Creative Industries (QACI)      
QLD Art Teachers Association (QATA) In-
service Day Conference 
     
QLD-Smithsonian (Cooper-Hewitt) Design 
Museum Fellowship Program 
     
RACQ Technology Challenge, Maryborough       
Second Skin      
Sit-Art 60 Chair Design Challenge      
TEDx Brisbane      
The Edge      
The Stitchery Collective      
The Window Project      
Ulysses: Transforming Business Through 
Design 
     
Unlimited: Designing for the Asia Pacific      
Urban Design Alliance Forums      
Vibrant City      
Widening Participation - goDesign Express 
Program 
     
Year of Creativity       
 Designing Futures, Design Minds, Second Skin and goDesign are linked to research programs and/or 
projects. Dissemination of work surrounding these activities is currently in development and/or press. 
 Program offered at a regional location (For the purposes of this study a regional location will be noted as 
a location outside the greater Brisbane metropolitan area which includes the Logan, Redland, Moreton Bay 
and Ipswich local government areas). 
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For the most part, survey participants indicated participation in somewhat generic 
design education activities that focus on bringing awareness of the role of design in 
fostering creativity and the ‘process’ of designing as a tool to empower and 
problem solve. As stated in the National Cultural Policy Creative Australia, the 
National Education Agreement “recognises that high-quality schooling supported by 
strong community engagement is central to Australia’s future prosperity and social 
cohesion” (Commonwealth of Australia, 2013:77).  It is evident from Table 6 (and 
the related information provided in Appendix 1), that since the inception of the 
Queensland Design Strategy 2020, Queensland has cultivated a strong culture 
around design education for the secondary education sector through engagement 
with industry, the tertiary sector, and state funded programs in conjunction with the 
State Library of Queensland. The study highlights 54 curriculum independent 
(tertiary and National Curriculum) design education/research programs. 14 of these 
were offered at a regional location. More work, however, is required to develop and 
capture evidence of activity in the primary school sector. It is also apparent that 
more design education and research activities are required in regional areas, in 
particular in regions where tertiary design courses are not provided.  This will enable 
more primary and secondary school students to be given opportunities to 
experience design thinking in their education, as well as to be exposed to pathways 
to harness creative skills in careers in the design professions.  
It is also evident that Queensland has proactive professional bodies providing 
continuing professional development programs for designers, and more recently 
there is some evidence of collaboration between these bodies to deliver more 
substantial education programs (Refer e.g. 2012 Design Integration Workshop in 
Appendix 1). 
EVIDENCE OF PROGRAM SUCCESS 
The type of evidence of program success available varied dramatically, from 
anecdotal accounts through to rigorous documented activities including web 
presence and publications. Generally, programs that are run annually gain greater 
momentum and general support. As a result of this, there is often more information 
available on these programs.  Common amongst all programs however, is limited 
funding, and as such, there is often an over reliance on the program 
facilitator/organiser to document and collate evidence of the program in action. 
Without standardised or other available methods to collect data, much of what has 
been conducted is not captured. This results in a missed opportunity for program 
evaluation, critique and development. As can be expected, university level programs 
including undergraduate design courses and research programs tend to use 
publications as a source of evidence, documentation and reflection.  
Design education programs in Queensland have had beneficial impacts as 
evidenced by the following selected accounts spanning individual, program and 
organisational level reflections, provided by survey participants. A number of 
common themes emerging from these qualitative statements, in regards to the 
benefits of design education and research programs in Queensland, include: 
 Inspiring active citizenship, leadership, responsibility and advocacy to evolve 
business and address global challenges 
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 Involving, strengthening and creating vibrant, creative communities through 
youth and community engagement in decision making for future 
development  
 Transformative, purposeful, authentic and engaging learning environments 
providing new experiences, networks and career pathways 
 Challenging preconceived ideas, encouraging risk-taking and facilitating 
learning through experimentation and making mistakes 
 Valuing process, learning-by-doing, communication and collaboration, over 
definitive outcomes 
 Creating broader social, cultural, environmental and political awareness and 
understanding 
 Providing tools for positive thinking, critical reflection and developing 
curiosity and attitudes towards lifelong learning 
 Building empathy, confidence, motivation and social inclusion through 
engagement around knowledge application 
The accounts also demonstrate that the involvement of various stakeholders in 
design education and research programs has been a catalyst for change in the 
following ways: 
 Providing professional development, inspiration and reinvigoration for 
teachers 
 Motivating school students to attend university  
 Involving community in school and university activities 
 Realising the importance of design exposure in rural areas 
 Realising the importance of self-directed and life-long learning 
 Providing professional development, inspiration and reinvigoration for 
professional designers 
 Inspiring new enquiry-based and industry-based learning, and teamwork in 
the classroom 
 Changing business strategy 
 Inspiring school wide curriculum and pedagogical frameworks 
 Realising the impact of design research on regional positioning within a 
global context 
Impact of design education/research programs – individual reflections 
The following accounts represent participants’ personal reflections on various 
curriculum independent design education /research programs as shown in Table 6: 
Being invited to judge the Generation Workshop at Unlimited was one of the most powerful 
and rewarding experiences of my career. Powerful, because it proved that design thinking 
can and will improve our world. Rewarding, because it demonstrated young people have the 
creativity, skill and determination needed to design a better future for all of us. Thank you … 
you are paving the way for a better tomorrow. (Facilitator, Unlimited Generation Workshop, 
2010) 
Being a teacher can sometimes have its moments of uncertainty where you start to doubt 
your capacity as an educator and question ones own ability to inspire the students in your 
classroom. There are so many variables and constraints that occur in teaching everyday, 
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that it, at times can drain the energy right out of you.  As an educator you hope to make 
students see their own potential and give them an insight into what they can be and achieve. 
Through the assistance of the (….) ‘goDesign’ and the partner projects like ‘Living Cities’ 
and ‘Unlimited Generation Workshops’, I managed to find the inspiration again to re-fuel the 
fire in teaching, by watching my students come to life through what they were learning (....) 
grow with confidence and grasp an understanding of what design was, in not only society 
but also in their own world. Through the hands on activities, guest speakers and students 
from different majors at the university in design, I saw students undertake a more realistic 
learning environment than simply hearing it come from my mouth, read from a book. (….) 
….you have given students the opportunity to wonder, become engaged in learning, 
question, criticise, expose them to new experiences, evaluate, become critical thinkers, 
design, make, work in teams, meet other students from around Brisbane and show that 
they can reach their full potential in an area of interest. (Teacher, goDesign/Living 
City/Unlimited Generation Workshop, 2010) 
I remember we had discussed how much I wanted to become an interior designer and I 
expressed my concern with regards to the grades I needed for the course.  However I made 
it! That day really had a big impact on me because it made me realise just how much more 
accessible uni was for me.  Knowing that I could work with a lecturer (….) made everything 
feel so much more real, and it was really inspiring.  I definitely had it much easier than many 
other students when it became time for QTAC applications a year later, because I was so 
focused on getting into this course. (Student Participant, Living City, 2010) 
It has provided me practical experience, looking into how a project works, with its concepts 
and elements, as well as trying out for myself to look at things in a design way, to design for 
others. I’ve enjoyed discussing the social and psychological elements of designing and 
enjoyed putting meaning into a work. How it affects people’s mood, how it chooses its 
customers and attracts specific types of people.  It has showed me a more complex and 
deeper understanding of society which I didn't think was involved in retail and 
hospitality…(Student Participant, Sit-Art 60 Chair Challenge, 2012) 
It’s really a great way to get kids involved and excited.  And I think if kids are working on a 
project where they can actually solve a problem for someone, they are gonna get a lot more 
excited, and when they are excited they learn more…. Just allowing kids to be able to make 
mistakes and encouraging them to make mistakes.  Just that risk taking is a really big thing 
for kids.  You see with a lot of younger kids their creativity is there, but as we go through 
school we sort of squash that a little bit. I think design in rural and remote areas is a great 
thing to involve the community with. If you can get community people into the classroom, if 
you can find something that your town or your community sort of thrives on, you get people 
involved in the school.  The kids get excited, the community gets excited, and things start 
happening and people love it! (Teacher and Queensland-Smithsonian Cooper-Hewitt Design 
Museum Fellow, 2012) 
Designing is not all about the end product. Designing is looking at solving problems of the 
world. Visual, verbal, and writing thinking. Interacting and sharing ideas. (Student Participant, 
Generation Workshop, 2010) 
Because of the mining and rise in population, the council is doing a lot of work to refurbish 
the town and streets, so now the council is looking for new ideas for the town to become 
more of a community.  With the things we’ve learnt we can go home, use design, and go to 
the council and say “we could do this”, and then that could lead to a future job as well. 
(Student Participant, goDesign, Chinchilla, 2010) 
The activities have given me a different way of thinking because, it shows that nothing is 
impossible, if you have a mind block you can come back and you will work out a way to do 
it. (Student Participant, goDesign, Chinchilla, 2010) 
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It’s important for kids in Mt Isa to gain an awareness of it.  We’re so remote, they aren’t 
aware of what goes on elsewhere.  They aren’t exposed to things like graphic design, 
interior design, landscape design. As a broader sense of society in Mt Isa, they don’t get to 
see that.  I think it’s important that that comes to rural areas. Particularly for those who are 
talented, I would hate to see those skills go to waste. The main point is that Mt Isa doesn’t 
have a lot of those opportunities to talk about design, and to see design, in its ideas, to 
drawings ideas, to actually creating something – they don't see that process here. (Teacher, 
goDesign, Mt Isa,, 2010) 
Coming from school, some of the attributes you need to bring are definitely a set of social 
skills, you need to be able to organize, and work with other people. Skills in drawing come in 
handy, but it’s not necessary, as if you can write you can draw.  You have to want it.   
Coming into first year…..I had studied graphics, art and history at school, so design was 
something I had always had in mind to study. One of the challenges was learning to think 
like a designer, and not just being taught how to design a house or design a building, it’s 
actually a different way of thinking. Now, as a fourth year student, it’s very self-directed, so 
it’s been a huge stepping stone for me for me to push along my own project.  Looking 
ahead to the future to get a job….I really look forward to all avenues that design can take 
you.…. It’s thinking outside the box. It’s not about being taught, but learning how to think for 
yourself. (Tertiary Student Facilitator, goDesign, Chinchilla, 2010) 
“The biggest thing for me has been the engagement.  They’ve been so engaged, and that’s 
one big thing that we do struggle with, particularly with teenagers, is that engagement and 
working at a level that they want to participate, and the fact that it opens doors for them.” 
(Teacher, goDesign, Quilpie,  2010) 
“It’s been a really enjoyable and enriching experience…..I think in six weeks time when I’m at 
work late at night trying to resolve an issue, I’ll look back …and think about how I had so 
much fun, and apply that energy back into the work. It’s been satisfying coming out here in 
the country, even the journey travelling out here with the landscape and the colours, 
textures will probably get injected into something back in Brisbane and something artistic 
will come out of it.” (Designer Participant, goDesign,2010) 
My own personal view and experiences…were that many of the students left inspired and 
enthusiastic about how they could apply these experiences to current and future learning 
tasks, whilst inspiring fellow students about their own ideas and the importance and merit of 
these ideas, not just within their educational environment, but also outside within the wider 
community. The unexpected outcomes generated during the workshops meant that 
students had to let go of preconceived ideas and adapt to group-led discussions whilst 
discovering a more additive or evolutionary solution was as important as a definitive 
resolution. (Designer Participant, Designing Futures, 2011) 
Impact of design education/research programs – program reflections 
The following accounts represent reflections from participants on various aspects of 
curriculum independent design education programs captured in Table 6: 
This workshop has allowed us to collaborate with other students/teachers/designers to 
come up with concepts and ideas that have potential to affect the future.  Hopefully this 
workshop, and the ones to come will impact the way in which our generation thinks, and our 
awareness of issues that may previously been ignored. (Student Participant, Unlimited 
Generation Workshop, 2010) 
Just a quick thanks for the opportunity to participate in the Design Thinking workshop (…) I 
loved it, the speakers were great and the whole experience was awesome.  I really enjoyed 
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interacting with the students and the teachers, gave me a fresh perspective on my own 
thinking process. (Designer/Facilitator, Unlimited Generation Workshop, 2010) 
Participation in ‘Generation’ has provided a model of best practice for teaching the creative 
process, design and problem solving. ‘Generation’ has invoked deep questioning of the 
relevance of learning processes and curriculum. (Teacher Participant, Unlimited Generation 
and Learning by Design Workshop, 2010) 
Design has to be connected to real life experience and especially to the future challenges of 
sustainability.  Working with designers and artists through Homegrown, alongside their 
regular teachers, has challenged students to perform at a higher level and to think more 
carefully about the implications of their design decisions. It’s providing a springboard for 
developing their design work back at school.  Every time you make something happen that’s 
different and exciting, and that takes students out of their class routines, there’s always a lot 
of logistical challenges, but it’s ultimately rewarding when you see the connections they 
make to the wider possibilities of design.  You can do any amount of talking in the 
classroom, but it’s not until they see design in action that the light goes on. (Visual Art & 
Design Teacher, homegrown Zero Waste Fashion Challenge and Slow Food Challenge, 
2011) 
Homegrown was a fantastic initiative and a wonderful opportunity to share the work my 
students had done with a wider public. The collaboration highlighted that design is 
understood and loved by many from a wide range of ages and backgrounds.  The tertiary 
students were able to reflect and share what they have learned thus far which I believe 
motivated the secondary students, it was a great day with a lot of positive energy coming 
from many directions. (Tertiary Design Educator, homegrown Bouncing Back Architecture 
Workshop, 2011) 
The program exposes students to a range of professions, life roles and active citizenship 
involving leadership, sensitivity, responsiveness and advocacy. Students learn that 
responsibility is an essentially creative endeavour and is empowering. Participation in Living 
City has intrinsically motivated students by validating the artistic process as a purposeful 
and transformative cultural practice.  Students have found tangible and practical 
applications for their aesthetic skills in the service of communities. Professional pathways 
have been revealed to students, informing their choices and directing more accurately their 
inquiries in their own art practice.  Teaching in the classroom has become more enquiry 
based whereby students use aesthetic and artistic processes to construct knowledge for 
themselves.  I have implemented the genre of resolved proposal drawing as a thinking and 
design tool to synthesise research and development. (Art & Design Teacher, Living City, 
2010) 
My students came back focused and highly motivated and enthusiastic evangelists of “art + 
design = exciting career”.  They have all gone on to complete degrees in the arts industry in 
one form or another.  It was the most successful motivating ‘lesson’ they could have had in 
art.  Our classes have become a lot more industry based, providing opportunities for 
students that give them a practical insight to the art industry as opposed to completing a 
project because it teaches a skill.  Art for a purpose, not art just for the fun of it. Class sizes 
have grown and students are highly motivated and choosing career paths that are more 
diverse. (Visual Art Teacher, Living City, 2010) 
The three days participation in the Living City program was one of the experiences that 
opened my mind. I worked (in) a team to discuss ideas in areas of interior design and 
architecture in order to make our city a better place to live.  I learnt not only about designing 
but also to explore the sites and to develop thoughts on environmental and social issues. 
(Student Participant, Living City, 2010) 
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Within the current school system, there is no subject that allows students to explore, and 
unite these areas of study.  Due to the experiences Living City gave me, I am keenly 
interested in studying Urban Design.  And I am now aware of the university courses available 
and the potential work/career options available. (Student Participant, Living City, 2010) 
I think overall, the goDesign workshop was very beneficial for rural settings.  What it provides 
for student is a multitude of elements that can contribute to their life, and allows secondary 
students to think more and seek more. (Tertiary Student Facilitator, goDesign, Chinchilla, 
2010) 
The most rewarding outcome from being involved with homegrown was meeting young 
designers, working with them and talking to them about their experiences and my own 
experiences in the profession. The physical process of building our installation with our team 
members was also very rewarding, almost like going back to university, working in 
someone’s backyard collaboratively to produce a satisfying outcome.  The teamwork aspect 
and everyone’s commitment and involvement made the whole program an overall enjoyable 
experience. Their excitement and enthusiasm is infectious. (Designer Participant, 
homegrown, 2011) 
Impact of design education/research programs on organisations  
The following accounts represent reflections from various curriculum independent 
design education/research program (captured in Table 6) participants about how 
these programs have influenced organisations: 
The Middle School Design-All-Day program provided a laboratory to test the effectiveness of 
design approaches, as well as the ‘futures’ framework. It was clear that with the activities 
framed in an appropriate and engaging way, students worked with confidence and 
responded imaginatively to these quite challenging themes. Again, the opportunity to work 
with design mentors provided an authentic context. Success was measured by the 
effectiveness of teamwork and the quality of the ideas generated in a comparatively short 
time rather than by the usual ‘performance’ values. This was a model that could be applied 
in our practice in many other contexts. (Teacher, Designing Futures, 2011)  
We are a new convert. We’ve been at it a year. We haven’t made a single product.  But 
what we have done is change our thinking. And we are working from the ground up, with a 
designer as part of our team, to really add value so that manufacturing can continue in 
Australia. Keith Yamashita from SY Partners made a wonderful statement about designers 
and CEOs.  He said they are actually the same thing.  “They vision the future that does not 
yet exist and they remove the obstacles until it can”.  Let’s do it together. (CEO Participant, 
Ulysses: Transforming Business through Design, National Design Policy Forum, 2012) 
I got a lot of inspiration and it clarified my thinking on design and design thinking. I am 
wanting to integrate the Design Minds framework into a whole-school curriculum and 
pedagogy plan. (Teacher, Design Minds Teacher Training Workshop, 2012) 
The Myer Centre is overwhelmed by the level of engagement and involvement from the 
community, from academia at QUT through to the children themselves, through to the 
teachers who have been remarkable…(Project Partner, Sit-Art, 60 Chair Challenge, 2012) 
“…long list of publications, projects and seminars developed under the Centre of 
Subtropical Design in particular has built QUT’s reputation locally, nationally, and 
internationally as a centre of excellence for capturing and implementing best practice in 
urban design research…The research work….on the role and importance of Subtropical 
Design has repositioned Brisbane and SEQ in the national and international context as a 
place where important things are happening.  The emerging alignment between the way a 
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city and region views itself and how it presents itself in a positive way to others, has been 
much shaped by the research work undertaken in the name of the Centre of Subtropical 
Design.(…..) The publication of Subtropical Design in South East Queensland – A Handbook 
for Planners, Developers and Decision Makers in 2010 represents a landmark for urban 
design practice nationally. The research output of the Centre presents numerous 
approaches to more climate-responsive urbanism through practical research and easy to 
use outcomes; the related development of design principles and guidance provides practical 
information to planners and developers”. (Planning Policy, Growth Management Queensland, 
Queensland Government Department of State Development, Infrastructure and Planning, 
Excerpt from Testimonial for Director, Centre for Subtropical Design, 2012) 
GAUGING PERCEPTIONS OF DESIGN EDUCATION PROGRAMS  
A 5-point Likert scale from Strongly Disagree to Strongly Agree was used to gauge 
perceptions of design education programs. This section was divided into five 
sections to better understand:  
 Self reflection 
 Students/participants 
 Other staff/facilitators 
 Resources 
 The school/organisation 
Self reflection 
The majority of participants (76%) enjoyed participating in these programs and 
indicated that they strongly agree that DE programs have been worthwhile. Over 
half (58%) strongly agree that they benefit greatly from DE programs, whilst 32% 
somewhat agree. Most participants (82%) understand the value of such programs 
and 92% strongly agree or somewhat agree that they would like to participant in 
more programs. 
Students/participants 
Of the respondents, 97% strongly or somewhat agree that students/participants 
enjoyed the DE program/s, with 63% strongly agreeing with this. 60.5% strongly 
agree students/participants benefit greatly from DE program/s. Even though 
participants believe that students enjoy the programs and many benefit greatly, over 
half (55%) of respondents somewhat agree that students/participants are capable 
of understanding the value of the program/s. Finally, 84% strongly and somewhat 
agree that students/ participants would like to participate in more DE program/s. 
Other staff/facilitators  
Of the respondents, 73% strongly agree that staff/facilitators who have assisted or 
co-organised the DE program/s have enjoyed participating in the program/s. Almost 
all (92%) indicate that they strongly or somewhat agree that staff/facilitators benefit 
greatly from DE program/s. Well over half (71%) strongly agree that staff/facilitators 
are capable of understanding the value of DE program/s. However, 13.5% 
indicated that they rarely have other staff/facilitators from their school/organisation 
asking about design education program/s. 
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Resources 
Over a quarter (32%) of participants strongly disagree that DE programs require 
minimal resources, with only 5% indicating they do. 63% strongly or somewhat 
disagree that DE programs require minimal external support, with 16% somewhat 
agreeing. Well over half of participants (65%) strongly disagree or somewhat 
disagree that DE programs require minimal internal support. 
Only 16% strongly or somewhat agreed that DE programs are easy to organise, 
with 60% strongly or somewhat disagreeing with this. Finally, 94% strongly or 
somewhat agreed that DE programs benefit others such as the broader community 
and general public. 
School/organisation  
Most respondents (84%) strongly or somewhat believe their school/organisation 
understands the value of design education programs. Almost half (45%) strongly 
agree that their school/organisation supports DE programs. However, in terms of 
program expansion, 22% indicated they strongly or somewhat disagree that their 
school/organisation is working hard to increase the number of DE programs, while 
5.5% strongly or somewhat believe they are. 
CHALLENGES FOR DESIGN EDUCATION PROGRAMS  
A clear challenge to the success of most, if not all programs, is funding. Despite this 
issue not being particularly relevant during the focus groups, many survey 
participants highlighted the importance of underlying support from the state 
government. “Government support is critical to ensure that design is taken seriously 
as a method to improve business success and not a cosmetic treatment” (Survey 
Respondent P17).  
In addition to continuity of funding, participants also cited other factors such as 
resources, workload, teaching ratios, lack of teacher autonomy and National 
Curriculum as points of concern. For regional respondents, concern centred on 
funding as well as “a general misunderstanding of the importance of the impact of 
design in education and its role in rural areas” (Survey Respondent P31). 
Participants also indicated the broad social, economic and community impact of 
positive experiences with design programs, however, the key challenge is the 
reliance on individual (often volunteer) commitment and dedication, to ensuring 
program success.  
Energy is an essential resource for effective design education, and the 
biggest variable – particularly in the absence of funding dollars and/or 
support for a healthy work life balance (in the case of academics). The 
teaching of design requires passion and dedication, and this energy is 
difficult to sustain when funding is inadequate and/or work loads are 
excessive. Generations of passionate designers have endeavoured to 
build opportunities for design over the past five decades in Australia.  
Although they have made a positive impact, I believe this impact is 
modest when compared to the total effort invested in trying to convince 
business and government of the value of design. (Survey Respondent 
P33) 
And 
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Collaborations and networks often depend on volunteer and in-kind 
support. The viability of programs over the long term depends on mutual 
interest, ongoing systemic support and funding by appropriate funding 
groups. The outcomes are usually of great educational benefit to 
individuals, help build social capital and are of great potential benefit to 
the economic and strategic futures of the wider community. Investment 
in innovative teaching and learning at secondary level will be critical in 
the development of a skilled, flexible and critically aware community 
(Survey Respondent P20)  
Questioning the motivation for this research study, one respondent voiced their 
concern for the priority of design education not to feed the economy, but to 
urgently address systemic environmental challenges. 
The usual 'economic' factors as narrowly defined by standard definitions 
of 'the economy' is the key variable. The compelling need to 
fundamentally change our thinking on a local and global scale has to be 
addressed as a matter of urgency. Continual 'growth' economies are 
not possible: the Earth is finite yet we continue to plunder and trash it at 
an increasing rate. We watch the melting of the Greenland ice cap, the 
rise in global temperatures, the massive loss of fish stocks in the oceans, 
etc., and meanwhile talk about how we use design to grow the 
'knowledge economy'. There won't be a recognisable economy of any 
description unless we drastically rethink our whole social, political and 
industrial approach. Design thinking is key to changing our worldview 
and to providing ways to mitigate the worst of the ecological changes 
humans are precipitating — but not the sort of clichéd puerile 'designer' 
approach that has been widely promulgated as a means to sell more 
stuff (Survey Respondent P15) 
Other respondents were in agreement with a wider mission for design 
education and it participatory benefits. 
Today’s world is not prepared to wait. Society looks for instant 
gratification, bypassing the valuable opportunity to explore the unexplored.  
By embedding and valuing design thinking/exploration/learn-by-doing 
methodologies in our education systems, we will create new opportunities, 
develop capabilities and deliver change for the better. (Survey 
Respondent P11) 
And 
Design education has to be engaging, futures-based but in an 
empowering, inclusive way. It is, and should be, a broad church.  It must 
practice what it preaches. The educational program must mirror a diverse, 
human and environment focused, inclusive, optimistic approach - building 
resilience is crucial. Design education programs must also multitask - 
design, creativity, group consensus building, thinking skills, integrating 
skills obtained from different subject areas. What is the good of these 
skills without being able to use them together? But the most important 
thing is: Design involves systems - our education system is increasingly 
failing to educate and empower all our students in a wide range of skills. 
This prevents the emergence of resilience and wastes so much potential. 
Participatory design, please. (Survey Respondent P14) 
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Think-Tank / Focus Group  
Participants in the focus groups included representatives from primary, secondary, 
tertiary and professional design education programs, as well as recent tertiary 
graduates. Each focus group was audio recorded and a thematic analysis was 
conducted to identify key themes and categories emerging from the data. Analysis 
of the focus group data highlighted the following: 
 The need for systemic change to current education programs 
 The criticality of enhancing curriculum by embedding elements of ‘design 
thinking’ across (and into) multiple disciplines (such as mathematics, science, 
music, etc.)  
 ‘Design leadership’ is a new emerging discipline 
THE VALUE OF DESIGN EDUCATION AND RESEARCH 
The first question sought to identify participants’ thoughts regarding the role and 
value of design education and research. It was evident that participants feel strongly 
that the value of design education is that it provides opportunity to challenge 
current educational models because education “is the best way to have broader 
change across society” (Participant 06).  
Current education systems are perceived as inefficient and centred on “wrote 
learning”. It was felt that this method of teaching does not provide “enough 
encouragement to think more broadly” (Participant 04) and as such does not foster 
discovery and exploration. One design professional went so far as to state that in 
regards to graduates they have employed, they are “undoing what they have been 
taught - not what they’ve been taught - but challenging them to come at it from a 
different angle” (Participant 04). 
This is viewed as a systemic challenge, with discussion centred on how to make 
‘design thinking’ intrinsic and cross-disciplinary. Participants generally agreed that 
design education is less about “turning out designers” and more about skilling 
“people who are empowered to think”, and “engage with problems in an optimistic 
and enterprising way” (Participant 08), and producing “people who are good 
leaders” (Participant 10). “Design Leadership” (Participant 01) was flagged as a new 
emerging discipline, one that isn’t centred on architecture or urban design, but 
focuses instead on leadership of the design process. 
Design offers a different paradigm and design education seems to 
encourage that different paradigm of thinking that isn’t encouraged by 
just do this by wrote and you’ll learn and you’ll get it by repetition. It’s 
not about that, it’s about questioning, constantly questioning, and 
understanding that you don’t have the answers and understanding, that 
even if you do have the answer, it might not be the only one. Discovery, 
exploration these are all… they’re things that are more engrained in the 
culture of design (Participant 05) 
CURRENT AND FUTURE CHALLENGES 
The second question sought to identify participants’ thoughts regarding the current 
and future challenges for design education and research programs. This discussion 
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uncovered a raft of areas that participants felt were critical to the success of 
embedding design education/research programs. These included four central 
themes: economics and value, planning for the future, education and curriculum 
development, and tertiary sector development. 
Economics and value  
One of the key challenges highlighted by participants, is how to demonstrate the 
value of the “intangible asset” of design in economic terms. Economically, an 
intangible asset has value, however, participants noted that design has failed to 
engage and does not register with government representatives. “Nothing related to 
design is recognised by treasury” (Participant 01). Central to this challenge is the 
fact that the “people at the top, in charge, don’t have a design awareness. 
Therefore it is really hard to build a business case for it because they don’t see the 
value” (Participant 04).  
‘Design’ as a word and the use of language to describe design was also cited and 
discussed as a challenge moving forward, as expressed by one participant: 
I think the word design is one of the first challenges, or even words. The 
perception is that design is elitist and it’s for others and that this is the 
normal paradigm, and then there is creative thinking or design thinking. I 
think demystifying design, democratising design whether it’s using 
language that is accessible… (Participant 06) 
… how we demonstrate the value of design to non-designers and 
particularly the government. We were at the Better by Design 
conference and one of the key themes out of that is that “data is the 
new oil”. We need to speak the language of governments, which is 
economic measures, and so how do we measure economically 
qualitative things like design and it’s a paradox, it seems impossible but 
we need to do that, I think, in order to start that conversation. Measuring 
financially qualitative things to demonstrate the value of design, I think is 
a good start (Participant 06) 
Planning for the future  
Participants discussed this challenge as critical to the future success of design 
programs. The reason that this poses a problem for designers and government is 
that the departmental government structure and political terms limit the capacities 
of stakeholders to work towards integrated holistic solutions for design and 
education. The “conflict between the political paradigm and design thinking as a 
long-term device” (Participant 06) was also discussed, and highlights the need to 
draft co-aligned policy that takes into consideration the long-term planning required 
for effective design education program development, alongside the often short-term 
focus of government agencies. To enact a cultural change involving the integration 
of design in generic education at all levels, research testing and communicating the 
value of design in preparing the next generation to be multi-skilled, is required now.  
Design is about saying, we’re going to multi-skill you so you can go from 
this position to this position to this position and using your design and 
creativity side, we’ve taught you the skills to work with, but we’ve also 
enhanced you even more so, so you’re getting ready for your world for 
KNOWLEDGE ECONOMY MARKET DEVELOPMENT MAPPING STUDY 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 44	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
the future by saying that you’re multi-skilled in various areas - maybe 
that’s the key (Participant 14)   
Participants also discussed the need for the development of new growth industries 
for our future generation, and the importance of ensuring that education and 
technology are viewed as central to this growth.  
On the world stage Australia needs to pick up its act. (…) If we turned 
around and China no longer needed our iron ore (…) I believe in schools 
and universities and even in our own manufacturing industries, if we 
don't train people to be savvy, we're not going to compete with 
China/Asia. Where we need to really pick up is in design (Participant 14) 
Education and curriculum development  
Another challenge discussed by participants centred on primary and secondary 
school education, and in particular, challenges surrounding the limited capacity of 
educators to develop and innovate curriculum. “Both the current and future 
challenge for design education in secondary schools is the National Curriculum” 
(P11). This concern stems from the fact that there is a push (transition) to a uniform 
education system. A consequence of this process has meant the authority 
developing the curriculum is not represented by designers, nor are they obtaining 
consultation from experts or industry, and as a consequence participants believe 
they are “watering down the design elements of those subjects” (Participant 11).  
I'm working very hard to drive the policies of ACARA and QSA, that's 
my long-term goal. That's not going to be easy to change and job-for-
life kind of deal… Biggest change has been when employers see an 
activity we've had and suddenly the powers that be say “why don't we 
have this as our curriculum”, and we've been able to adopt this as our 
curriculum... (Participant 11) 
Tertiary sector development  
The key challenge facing the tertiary sector is defining the contribution of design 
education, and to acknowledge and account for the graduates from these 
programs. Specifically, the distinction between design thinking and design research 
was highlighted as a challenge. This is because the challenges are  “to harmonise 
the real value of research and bring that to practitioners” (Participant 10). 
Translating tertiary sector work (research) into a tangible output for industry 
(practitioners) is not something that the participants feel is done well. Moreover, the 
issue of graduates and jobs was also discussed with one participant highlighting, 
“From a tertiary point of view we are aware we graduate more than what industry 
will employ” (Participant 13). This participant expanded this point to highlight the 
need for the tertiary sector to better communicate to students/graduates that 
design is more than “seeking employment” in one specific discipline. It was implied 
that design can cross-disciplines and boundaries and that this is accepted within 
the academic community, however, it was acknowledged that this isn’t always so 
well communicated to students and industry alike. 
One of the challenges I see with young people coming through the 
education system today is that they’re taught by wrote almost and 
there’s not enough encouragement or exploration in terms of how to 
think widely, how to think more broadly, how to question, is that the 
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right way, maybe I could do it this way ... are those the right materials, 
maybe I could solve it in a different way and use different methodologies 
to do that. And it is a challenge because teachers, they’re also taught by 
“this is the way you do it” … I think its almost a systemic challenge right 
from the beginning and how we break that down is, that’s a major 
upheaval I think. (Participant 04) 
Akin to this, was the discussion surrounding the challenge of preparing graduates 
who are “job ready” and the “tension between being job specific and theoretical 
design thinking”. Academics and professionals alike argued “we need to educate 
professionals” to better understand the concept of design thinking. Also that when 
embarking on course design, academics need to understand the challenges of 
industry and “keep coming back to the touchstone of what practitioners do” 
(Participant 10). However, the goal of educating for future practice and future global 
challenges was also briefly discussed. Participants debated the merits of ‘training’ 
for an industry that is rapidly changing.  One participant highlighted this complexity 
by simply stating, “how do you prepare students for practice but also for a non 
practice?” (Participant 10). Industry too, were worried about the over-abundance of 
graduates and the lack of available opportunities, with one seasoned industry 
professional indicating that “there are a lot of designers not getting work” and 
emphasising that “I don’t think we need more designers, we need better designers” 
(Participant 09).  
ROLES AND RESPONSIBILITIES  
Participants were asked to acknowledge who they believe is responsible for driving 
design education program development. Whilst it was noted that it is everyone’s 
concern, the discussion again returned to the role of academia and the 
responsibility of universities, with one participant stating, “Everyone is concerned for 
the future, however, it is the role of academia to suggest alternatives. Not just one 
or two but a number of ways, that increasingly is our role” (Participant 12). Another 
participant said:  
I think the tertiary sector has a role to play in the conversation of what is 
happening at the lower level.  Principals still think design is putting 
higher polish on something. I think tertiary can help raise the 
conversation and higher level conversation even in QSA and other 
areas….hard to say whether the horse has bolted… I think people trying 
to do things at the secondary level would really appreciate the support 
at the tertiary sector (Participant 08) 
It was also discussed that a key driver or enabler for this change in thinking and 
practice is curriculum, and that academics therefore have a responsibility to evolve 
and develop their curriculum accordingly. Overall, it was cited that it is partly 
industry and partly a community process. “If you value this we’ll embrace it and 
drive it forward” (Participant 11).  
That’s the reality of small regional towns … for all the boys and girls we 
have in high school in the regional areas, we’ve got to show them what 
the big world is out there and start making them step up to the plate .. 
(Participant 14) 
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However, there were concerns about the fact that firms tend to look to the 
government for support in the first instance, and problems associated with this 
(reliant) approach were discussed – “But if industry is to drive education, how does 
industry do that?” (Participant 09). This design practitioner then continued to explain 
and highlight that his practice gets more engagement with overseas educational 
institutions than they do locally. Whilst not discrediting the institutions locally 
available, they did express their surprise at how easy it has been to engage within 
an international partner. It was acknowledged that opportunities to engage locally 
are improving, however, they are limited and difficult to come by.  
ESTABLISHING AND MAINTAINING GOVERNMENT SUPPORT INITIATIVES  
Moving on from discussion on challenges and responsibility, the focus then shifted 
to identifying ways in which the Queensland Government or the Queensland Design 
Council can better support future development of design education and research in 
Queensland. Unlike the survey feedback, the focus group discussion tended to 
focus less on the need to rely on government as a primary source of fiscal and 
resource support.  If anything, participant discussion during the focus groups 
centred more on how design programs and initiatives could be better developed to 
not be dependent on government as a funding source. Part of this is because 
government is viewed as having short-term goals that often conflict with the longer 
term visioning of design policy initiatives.  
I think there is a conflict between the political paradigm, political terms of 
three years, and design thinking as a longer-term device (Participant 06) 
I think for me, in my head the biggest challenge would have to be the 
red tape in terms of the bureaucracy around change, fundamentally 
changing something going forward […] I’d love to say that’s possible, 
but I’m thinking how is that ever possible because the people at the top 
that are in charge of these decisions don’t have a 44  […] design 
awareness (Participant 04).   
It is however apparent, given the interest in this study and the extent and quality of 
design education programs developed since the implementation of the Queensland 
Design Strategy 2020 in 2009, that participants are reliant on the government to 
have the foresight to implement and retain long term design and education policy 
which will support the development of future activity in all sectors towards a healthy 
knowledge economy and society in the 21st century.  
The following section provides a summary of the key observations emanating from 
the findings of both the survey and focus groups. In outlining the five key 
observations of this study, the report concludes by providing a sketched framework 
for future visioning and action.  
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not necessarily represent all persons in government 
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OBSERVATIONS AND FUTURE VISIONING 
Observations emerging from this study have been tabled under the five main areas 
of (i) The Value of Design Education and Research in the New Economy; (ii) Up-
skilling and training educators; (ii) Learning Beyond the Classroom and Challenging 
Curriculum; (iv) Responsibility and Accountability; and (v) Measuring Impact and 
Disseminating Knowledge. 
Observation 1_The value of design education & 
research in the new economy 
To remain competitive in the Asia Pacific region and more globally, Queensland 
needs to take cues from the United Kingdom’s urgent call for the re-consideration 
of design education at all levels (Design Commission, 2011), to ensure effective 
delivery of a workforce to support future industry innovation and economic revival, 
and to ensure it remains a place where the new ‘creative class’ wants to live. It is 
evident from this study that, encouraged by the Queensland Design Strategy 2020 
2008-2012 Action Plan, Queensland educators and design professionals are 
actively nurturing creativity and design–based thinking skills, regarded as “a 
distinctive Australian strength” in Asia in the recently published Australia in the Asian 
Century White Paper (Commonwealth of Australia, 2012). There is a need to grow 
and maintain this strength in order to demonstrate national leadership and extend 
comparative advantage, supported by ongoing reform and investment. 	  
In a context increasingly characterised by diversity, change, mobility, technology 
and more recently frequent natural disaster, our future workforce must be flexible, 
highly skilled and able to thrive in an environment of rapid innovation, while also 
acknowledging the values and obligations of citizenship. Thus the democratisation 
of design, through education at all levels, has implications for Queensland in 
delivering on all Towards Q2 challenges for Economy, Environment, Education, 
Health and Community. Key opportunities for Queensland to continue promoting 
the value of design education and research in the new (creative) economy are: 
 There is a lack of knowledge and awareness of the potential for the 
application of strategic design to governmental challenges. A key priority of 
the Queensland Design Strategy 2020, with a future focus, needs to be to 
“Build design knowledge and learning” (2009:38).  By improving “creativity 
and design in education at all levels” and the “availability of design research” 
(2009:38-39), this will in turn deliver outcomes for the other three strategies 
to “Support public sector innovation”, (2009:40), “Foster a design culture” 
(2009:36) and of course “Strengthen the Queensland economy” (2009:34). 
There is a need for design thinking to infuse all sectors of government and 
for the Queensland Design Council to seek out opportunities to more 
strategically align design to address emerging local challenges. 
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 The primary and secondary school education sectors in Queensland 
operate a higher proportion of smaller regional and remote schools due to 
its geographical diversity and size, which provides unique challenges in the 
communication of the value of design education and research for the new 
economy.  Regional participants in this study highlighted the value of design 
education programs specifically addressing design as a career-enabling 
pathway in regional and remote areas in Queensland. A regional participant 
commented on goDesign: 
 
..what you did in three days inspired my kids more than I could. Doesn't 
have to happen every year but every other year. For regional areas, big 
100% tick. (…) We have got to show them that there is a big world out 
there and we've given them the tools so they don't fall apart in the big 
part of the world (Participant 14) 
Ongoing development and support for a range of alternative, affordable and 
practical regional programs such as goDesign and Design Minds, including 
hands-on workshops connecting students and teachers with design 
professionals and tertiary educators, will enable all Queenslanders to gain 
21st Century skills. This could be facilitated by the State Library of 
Queensland utilising the regional library network. Due to the absence of 
Bachelor degree programs in regional universities in disciplines such as 
landscape architecture and product/industrial design, it is essential that 
these programs expose school students to these career pathways. 
 Queensland Government investment in design education programs which 
cross over all primary, secondary and tertiary education and industry 
sectors, including the Asia Pacific Design Library, Design Minds and 
Unlimited: Designing for the Asia Pacific, have been valuable in 
communicating the importance of design education and research in the new 
economy, and connecting and mobilising community in this mission through 
valuable ongoing cross-sector partnerships, spawning much independent 
activity. Ongoing support for these programs is required to enable further 
development of partnerships, research and cultural change envisioned by 
the Queensland Design Strategy 2020, and ensure that the next generation 
have educational advantage over other states. It is important that these 
programs integrate all sectors of government (not just the arts) to effectively 
communicate value, and that outcomes are continuously measured and 
reported. 
 
 It is an economic imperative that universities, government departments and 
business and community partners build on the traditional triple helix mode of 
innovation, utilising interdisciplinary, multi-dimensional, collaborative design 
thinking models to form creative alliances which can mobilise knowledge, 
talent and investment in order to address societal problems, through 
coordinated action. An example of the potential of this is the Second Skin 
program that seeks to address a systemic health issue (skin cancer) through 
design education. “This vision involves shifting the way we see education 
from a separate sector of society to a culture which infuses every sector, 
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linking together individuals, communities and institutions through diverse, 
overlapping networks of learning relationships” (Bentley, 1998:187). 
 
 This study highlighted the agreed criticality of embedding design thinking 
across all disciplines in education, that “design must be conceived as 
interdisciplinary and even meta-disciplinary”, to cater for the growing 
numbers of people who will be “Designers by persuasion and not by 
profession” (Cope and Kalantzis, 2010).   
 
 It is imperative, that as part of the evolution of the National Curriculum, the 
Queensland Government works with the Commonwealth Government to 
ensure design thinking/creative innovation is a dedicated part of the 
curriculum in addition to the creative arts. 
Observation 2_Up-skilling and training educators  
Preparing creative citizens for the 21st Century will require Queensland educators to 
shift their attention from “content delivery to capacity building, from supplying 
curriculum to co-creating curriculum, from supplying education to navigating 
learning networks” and to shift student attention from “their own individual 
performance to their capacity to learn through their own networks – to connect, 
access information and forge relationships in and through dynamic and productive 
teams” (McWilliam and Haukka, 2008:23). No longer is a risk-minimising, student-
protective environment and formulaic approach conducive to learning for optimising 
creative capacity.  Teachers will find themselves teaching the students of generation 
‘P’ for ‘participatory’ (Jenkins, 2006).  
This mapping study has highlighted a number of programs in Queensland already 
attempting to address the need to up-skill and train educators in design education. 
The omission of design as a subject area (or holistic framework) in the Australian 
National Curriculum presents challenges, given that there are no requirements for 
teachers to engage with design pedagogy or develop and innovate curriculum, 
unless they can see the benefits in student engagement or workload. This study 
has uncovered the following opportunities that exist to address this systemic 
challenge: 
 
 There is a need for more professional development for teachers in design 
pedagogies, especially in regional areas where they are not exposed to 
design professionals or tertiary design educators. A regional secondary 
school teacher involved in the goDesign Program noted:  
This kind of teaching that you guys are doing is exactly what teachers 
should be doing.  Giving it over to the students… students develop their 
own learning as well as learning a bit more independence, so that they 
are not relying on the teacher or their parents... that is the way I think 
classrooms should be run (Teacher Participant, goDesign, 2010)  
Future professional development programs run by the State Library of 
Queensland Asia Pacific Design Library as part of Design Minds, or by 
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tertiary education institutions, are needed to facilitate further engagement 
with the online design community in regional areas. 
 Hands-on professional development programs for teachers need to 
demonstrate that design-based learning does not require extra work on the 
part of teachers. A regional participant noted:  
If you put in a new program, teachers think ‘not another thing I have to 
do!’ If you show that it is simplistic in its form ... it becomes exciting for 
the students, parents and teachers and when students come early and 
don't want to leave it becomes easy, enjoyable and fun for the student 
as well. When it becomes a drudge and you have to work hard to get 
every cent out of it you can - you still make doctors, lawyers - why 
change? That is the hard part, the reason we have got to change is that 
we're thinking long term for the future of Australia (Participant 14) 
 Changes to tertiary pedagogies for primary and secondary teacher training 
will ultimately be required to ensure the theories and practices of design led 
innovation are incorporated. For teachers not trained in this area, 
professional development programs in design thinking and design led 
innovation may be required and may need to be provided by the tertiary 
education sector. New models of engagement between the secondary and 
tertiary education sectors in potential disciplines of business, education and 
design/creative industries, incorporating design led innovation capabilities, 
need to be investigated. 
 
 The Queensland Government, with the support of the peak industry bodies, 
needs to provide adequate information to careers counsellors on design 
career opportunities and pathways, to ensure that all school students are 
provided with information to support viable careers in design.  This is 
particularly important in regional areas where there are no tertiary programs 
in design available. 
 
 The integration of design thinking and design led innovation across subject 
areas in primary/secondary education will require the development of new 
regimes for authentic assessment for creative capacity building – the 
capacity to engage in groups “co-creating, co-editing and co-evaluating in 
conjunction with each other and with staff”, rather than the individual ability 
to memorise and regurgitate knowledge (McWilliam and Haukka, 2008:22) – 
in order for teachers to feel comfortable using this mode of learning.  This 
will involve collaboration between the tertiary and primary/secondary 
education sectors. 
Observation 3_Learning beyond the classroom and 
challenging curriculum 
John Seely Brown, former Chief Scientist of Xerox Corporation and Director 
Emeritus, Xerox PARC, notes that learning in the 21st century is no longer “learning 
about” nor “learning to be”, where learning deals with systems and identity, and 
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transmission of knowledge.  Instead, he proposes that “in a world of constant flux, 
we need to embrace a theory of learning to become” (Brown, 2010:xi), where 
learning is an evolving practice of becoming. To do this, he says that we need to 
consider new emerging modes of learning which consider “social, distributed and 
networked dimensions” and the “broader economic and technological landscape” 
in which the learning occurs (Brown, 2010:xii).  
Both Queensland schools and universities will need to “transform themselves to 
become the hubs of learning networks….brokering learning opportunities with 
people and organisations in the communities around them” (Bentley, 1998:183).  
An open learning model needs to be constructed to allow innovation-generating 
possibilities and to leverage future sector development through ongoing action 
research. This framework needs to capture the potential variables of community, 
parents, design and industry professionals, business professionals, university 
instructors, tertiary design, business and education students, online tools and out-
of-classroom activity.  
This study considers the importance of design as both a discipline and a process of 
meaning making in “learning to become”, and the scope of current proactive activity 
in this area in Queensland. The omission of design as a discipline from the 
Australian National Curriculum presents challenges, however it is evident the 
following opportunities exist for Queensland: 
 This study highlights a large number of design immersion education 
programs that rely on innovative partnerships and projects beyond the 
classroom environment, engaging professional designers and industry, and 
involving collaboration between tertiary and secondary sectors (e.g. Sit-Art). 
Ongoing support for these programs is needed from industry, government 
and education sectors to ensure they continue to fill a gap in education, not 
prescribed by the National Curriculum. This helps to address issues in 
relation to the afore-mentioned “missing middle” education pipeline.  
Capturing ongoing research data and publishing on these programs will 
encourage further interest in design-based learning.  With the assistance of 
The Learning Place and Design Minds, dissemination of the outcomes and 
toolkits of these programs online may help to encourage teachers to 
experiment in delivering design immersion programs and design pedagogy, 
and take initiative to seek innovative community partnerships.   
 
 Kelvin Grove State College (KGSC) has successfully run many self-directed 
and funded design immersion programs to date for primary and secondary 
school students in collaboration with professional designers, tertiary 
educators and students, and recently set up a KGSC Art + Design School 
of Excellence.  Along with Queensland Academy for Creative Industries, this 
school is an exemplar for the integration of design curriculum through 
innovative community partnerships. With the continued mentorship of these 
schools and the teacher recipients of the Queensland-Smithsonian (Cooper-
Hewitt) Design Museum Fellowship Program, through the Design Minds 
program, design education knowledge can be disseminated throughout the 
state. As one participant noted “excellence particularly at certain schools will 
have a spill on effect” (Participant 08). 
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 The study highlights important design education competitions run 
throughout the state including Australian Space Design Competition, F1 in 
Schools, Gold Coast Digital Manufacturing Marine Challenge, and RACQ 
Technology Challenge. A regional participant commented on their value: 
All these competitions are a means to engage kids in creative learning. 
All it comes down to is a teacher saying this is great I'll build this into a 
class room. (……) What makes one person better than another? 
Practice, day-in-the-sun, practice. It is a design process. (Participant 14)  
These competitions involve the engineering/technology sectors and tertiary 
engineering education and require continued support from the 
manufacturing industry and the QMI/Manufacturing Skills Queensland – 
Manufacturing and Engineering Gateway Schools Program. Utilising the 
QMI/MSQ 22 hub school network as a basis, there is the opportunity to 
develop alternative competitions with other sectors (e.g. construction), 
which encourage Queensland schools to integrate design curriculum in 
other subject areas. 
 
 It is evident that the Victorian Curriculum and Assessment Authority has 
collaborated with professional designers/design educators in the redesign of 
the Visual Communication Design curriculum, which incorporates ‘design 
thinking’.  Greater collaboration between the Queensland Studies Authority 
and professional designers/design educators needs to occur, to update 
curriculum to integrate design thinking and design processes. 
 
 The international network including The Laboratory in Harvard and Le 
Laboratoire ‘artscience’ labs and associated ‘idea translation’ labs engage 
secondary school and university students in experiential learning with 
contemporary artists, designers and scientists by breaking down 
boundaries between the arts and sciences (Edwards, 2010). Entrepreneurial 
outcomes range from new designs, books and films, to new companies and 
humanitarian organizations. Opportunities exist for design, engineering and 
business schools in Queensland universities to instigate such programs.  
This also could be a program hosted by The Edge. 
 
 There is an opportunity for peak industry bodies to establish mentoring 
programs which involve talented design students and graduates and 
successful design industry professionals for professional development, 
including linkages with between metropolitan and regional Queensland.  
 
 Based on the successful model of QUT’s Widening Learning and 
Participation – goDesign Express Program, Sit-Art and the KGSC Art and 
Design Excellence Program, there are also opportunities for other tertiary 
institutions that deliver design courses, particularly with Masters programs, 
to include a component for university students to mentor school students 
for professional development. This is particularly important in low socio-
economic areas and regional communities, to encourage students to take 
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tertiary design education pathways despite the location of the majority of 
design courses in metropolitan areas.  
 
 The Living City annual secondary school urban design program, run since 
1999, and referenced in the Brisbane City Council Draft Strategy for Young 
People 2013-2018 (Brisbane City Council, 2013: 98, 101-103), is a best 
practice youth engagement model for a ‘Well Designed Subtropical City’ 
and an exemplary design education collaboration between local government, 
university design students and lecturers, design practitioners, public artists 
and secondary school students and teachers. It has the potential to impact 
on the inclusive, sustainable design of our public spaces through youth 
participation in planning and developing strategies for those spaces based 
on their own experience and aspirations as young citizens. With appropriate 
funding allocation, there is potential for this model to be replicated in 
regional areas. This could facilitate inclusive and genuine local 
government/youth consultation for target development sites, foster a sense 
of local citizenship, as well as expose regional students to career-enabling 
pathways in design and public art in areas where tertiary options in design 
are not available. Potential feedback loops from the students themselves 
have the potential to inform and cultivate local design culture in regional 
areas. With assistance from universities to provide research capabilities, the 
role of design education in regional Queensland towards building innovative, 
adaptive and resilient communities, could be measured.  
Observation 4_Responsibility and accountability  
It is evident that participants in this study are in agreement with Cope and 
Kalantzis’s assessment (2011) that in this time of significant social change, where 
there is a required “shift in the balance of agency”, design practices and professions 
are acquiring greater social significance and that there needs to be a 
reconsideration of the fundamentals of design, basic principles and the dimensions 
and scope of everyday professional practices.  This brings with it a required rethink 
about design education at all levels which will support the transition to a knowledge 
economy, and who is responsible and accountable to enact this cultural change.  
Without policy support to prioritise design education at all levels as a critical 
economic imperative and educational objective, funding issues in the current 
economic climate present challenges, however it is evident that advocates and 
stakeholders are committed to ongoing development of programs. This mapping 
study highlights the following funding and implementation opportunities for 
Queensland: 
 Taking the lead from programs such as Design Emergency in NSW, new 
crowdsourced funding models like Pozible campaigns need to be 
investigated as a revenue source for further activity, therefore mobilising 
local involvement, collaboration and promotion in all design education 
sectors. 
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 Currently much of the activity in design education is centred in Brisbane. 
Investment in the creative capacity of Queenslanders to give them 
educational advantage over other states, needs to tackle social exclusion 
arising from socio-economic divide and regional diversity. The establishment 
of a Creative Education Trust utilising financial legacy from the finite natural 
resource boom could position Queensland as a progressive, highly 
educated and skilled workforce investing in human capital. Activity 
generated through the Creative Education Trust could be centred around 
the existing 22 QMI/Manufacturing Skills Queensland - Manufacturing & 
Engineering Gateway Schools regional hubs or mining hubs, ensuring that 
all Queenslanders are equipped to make the most of future opportunities. 
 
 The UK’s Sorrell Foundation Joinedup Design for Schools program is a 
successful international exemplar showcasing the educational value of the 
process of design, exploring the potential of partnerships between schools 
and professional designers. The more business focused Ellen Macarthur 
Foundation45 is an independent charity aiming to inspire a generation to re-
think, re-design & build a positive future through the vision of a circular 
economy.  A Queensland Foundation established to engage schools, 
universities, government, and the business and design sectors, in activity to 
explore partnerships and the educational value of design to solve issues 
related to the Asia Pacific, would provide further leadership for the 
development of design education and research programs. 
 
 The tertiary sector provides an intersection of pathways, partnerships, 
education and training, research and continuing professional development 
and industry engagement. However for universities to truly become engines 
for the creative knowledge economy, there must be a cultural change and 
embrace of interdisciplinary learning on both the undergraduate and 
postgraduate levels, spanning business, design and education. Even for 
students who are not focusing on the arts and design, it is crucial that they 
have some experience and literacy with design and design thinking - a 
deeper understanding of interdisciplinary problem solving and of how 
people interact in the larger world. There is a need for university design 
schools in Queensland, which traditionally foster useful connections 
between academy and industry, to leverage design thinking and its 
intersections with other disciplines and consider new programs that 
anticipate industry needs, including degrees in cross-disciplinary design, 
design management, design led innovation, strategic design and design 
leadership, which teach design thinking as an approach to solving complex 
problems. Participants in this study highlighted the role of academia in 
Queensland for driving design education program development.  
 
 This study highlights much collaborative engagement between the tertiary 
and secondary education sector, which presently is dependent on the 
volunteering of time and resources of university lecturers and tertiary 
students (except for Widening Learning and Participation programs 	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receiving Federal funding). Availability of grants, such as the one which 
funded the Kelvin Grove State College Designing Futures Program, and 
funding opportunities need to be made available to encourage both 
secondary and primary school partnerships with the tertiary sector (involving 
ethical research), design professionals and industry. 
 
 Design activity in the primary school sector in Queensland seems to be 
more limited or was not able to be accessed in this study. QAGOMA 
Children’s Art Centre is a leader in providing unique interactive opportunities 
with artists and designers, for children and families, however further 
opportunities exist to expand the design programs. There are also 
opportunities to develop design programs for children in the Queensland 
Museum and Out-of-the Box Festival, and with Queensland’s craft 
organisation artisan (part of the Australian Craft and Design Centres (ACDC) 
network), utilising professional designers. Potentially, the primary school 
sector could benefit from partnerships with tertiary institutions and industry, 
to develop transdisciplinary project-based opportunities for children. 
 
 This study has enabled fruitful discussion, relationship building between 
education sectors, government and the design industry, and the promise of 
a developing research culture. Capitalising on the interest shown from all 
sectors, the development of a Design Education and Research Taskforce, 
reporting to Arts Queensland, the Queensland Government Department of 
Education, Training and Employment, and the Queensland Design Council, 
and responsible for the coordination of education sectors and industry, may 
be a useful next step in engagement, agenda setting and funding 
development for key programs and research. 
Observation 5_Measuring impact & disseminating 
knowledge  
Internationally, there is a surprising lack of evidence-based research on the impact 
of design education on national innovation and education systems, and models for 
design integration in the education sector. In Australia, without a National Design 
Policy, and with a National Cultural Policy and National Education Policy that 
undervalues the critical role of design education in the knowledge economy and 
society of the 21st century, there is a need for infrastructure to be developed locally 
to allow ongoing prototyping and associated research measuring the impact of 
design in the education sector, toward innovative national policy reform.  This 
mapping study highlights the following opportunities for Queensland: 
 Queensland’s vast geographic area and high proportion of small regional 
schools has required the development of unique approaches to design 
education, including the State Library of Queensland’s Design Minds online 
platform and the goDesign Travelling Workshop Program for regional 
secondary students. Ongoing funding support for the continued 
development of these programs, and associated research and 
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dissemination of knowledge, will provide internationally significant findings, 
and showcase Queensland as a world leader in this area.  
 
 Ongoing collaboration between State Library of Queensland and tertiary 
institutions highlighted in this study, will offers potential international 
research opportunities with Asia Pacific networks and the Smithsonian 
Institution Cooper-Hewitt National Design Museum, through online platforms 
Design Minds and Design Online.  More locally, research opportunities 
engaging regional areas are also possible through The Learning Place and 
the library’s regional network. Strategies to capitalise on these opportunities 
are required.  
 
 KGSC Art + Design School of Excellence, Queensland Academy for 
Creative Industries (QACI) and Pimpama State Secondary College offer 
excellent opportunities for future ongoing partnerships with tertiary 
institutions, to ensure that empirical research around design education 
programs in primary/secondary schools is being captured and disseminated.  
 
 This study aligns with the Australian Design Alliance (2011) mandate 
towards a National Design Policy to “Ensure that design thinking is 
integrated into all our systems of learning from schools to tertiary courses 
and professional education”. Research findings from this and future studies 
may be a catalyst for other states to add to a growing evidence-base for the 
value of design education, demonstrating leadership in this area. 
 
 This study was unable to capture detailed information about the value of 
tertiary design education programs to graduates and industry. It is evident 
from this study that other states in Australia are prioritising and conducting 
research on design and design education to inform government strategies 
around innovation. A similar study to the Designing Our Future: A Report on 
Tertiary Design Education in Victoria (State of Victoria, 2009) and 
consultation/discussion needs to be facilitated in Queensland to review 
teaching practices; refine course planning; explore engagement 
partnerships between educational institutions, peak industry bodies and 
corporations; examine interdisciplinary opportunities; and formulate future 
strategies around design for the tertiary sector in Queensland.  
 
 Future research on the impact of design education on regional Queensland 
needs to be conducted and prioritised to provide evidence of its value and 
the role it can play in building innovative, adaptive and resilient communities. 
This will also provide information on requirements for growth of design 
education courses and research centres in regional Queensland.  
 
 While this report was a non-exhaustive mapping exercise of design 
education and research activity in Queensland, it is clear that future research 
could expand on the breadth of public engagement in design, involving the 
broader communities of the institutions that are currently delivering 
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programs in Queensland. This would provide better understanding of the 
links between an intrinsic connection to design, and the continued 
consumption, creation and appreciation of, and participation in, design. This 
could be a similar study to that of More Bums on Seats: Queenslanders and 
the Arts (Arts Queensland, 2011), which did not include design. 
 
 This study was designed as an initial phase to build momentum for future 
academic research supporting the need for design thinking and creative 
practice to be embedded in education at all levels.  Future opportunities for 
Visual Arts and Craft Strategy (VACS) funding to support ongoing design 
education research should be considered, and a strategic plan for future 
research in this area developed. An ongoing dialogue between the 
Queensland Government Arts Queensland - Department of Science, 
Technology, Innovation and the Arts, the Queensland Design Council and 
the tertiary institutions highlighted in this study, must be maintained for 
future progress.  
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CONCLUSIONS 
Internationally, and to some extent nationally in Australia, governments and 
organisations are increasingly valuing design as a tool to promote innovation and 
development, and recognising that design skills and behaviours are well matched to 
the demands of learning and working in a globally integrated, complex 21st century 
society. Despite the absence of a National Design Policy, a National Curriculum that 
undervalues the cultural, economic, social and environmental contribution of design, 
and lack of clarity on how systemic creative capacity will be engendered to support 
future industry innovation, this study has uncovered a groundswell of design 
education and research activity undertaken in the last five years in Queensland, 
through cross-sector and cross-disciplinary engagements. This response may in 
part be attributed to the establishment of the Queensland Design Strategy 2020 in 
2009, and its whole-of-government framework objective to “build design knowledge 
and learning” (Arts Queensland, 2009). 
A survey and literature review has revealed that this breadth of engagement in 
design education has had various beneficial impacts on both individuals and 
organisations, with potential long term value for the greater public in Queensland. 
Switching on to design intelligence, students have acquired a refreshed sense of 
self and community, new understandings of place and people, and a different way 
of seeing and being in the world. Design education has empowered and motivated 
them to be active, productive, confident, and inclusive citizens. It has engaged their 
curiosity, provided broader awareness, and encouraged purposeful experimentation 
towards lifelong learning. It has given them an extra visual language for 
communication and collaboration. Most importantly, it has inspired various career 
pathways in and beyond the creative industries, and the pursuit of tertiary 
qualifications so critical to drive the knowledge economy.  
For teachers and professional designers in Queensland, design education/research 
has provided professional development opportunities, and inspiration and 
reinvigoration for their practice. It has inspired enquiry-based learning and more 
teamwork activity in the classroom, as well as learning beyond the classroom 
facilitated by purposeful community partnerships with schools, industry and the 
tertiary sector. Schoolwide curriculum and pedagogical frameworks have been 
rewritten. Communities have been strengthened through youth engagement, 
interaction and consultation, and design research positioning Queensland in a 
global context.  Industry has reflected on, and changed business strategy for 
innovation, through the influence of design education/research programs.  
The Knowledge Economy Market Development Mapping Study validates the merits 
of demonstrated leadership in the area of design education/research, however for 
Queensland to be positioned as a worthy participant in the Asia Pacific knowledge 
economy, it must continue to prioritise, review and measure the success of design 
and creative industries education across all levels through the public value spectrum, 
to drive market development in Queensland.  
Overall, the findings of this research draw attention to the need to better integrate 
design across all levels of education and all subject/discipline areas in order to 
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innovation, navigate society’s complex or ‘wicked’ problems, develop a quality living 
environment through critical appreciation of the ‘made world’, and promote a 
distinctive Queensland culture. To do this, at the policy level, a greater 
understanding of the role of designers and design in the new economy is needed, 
including the application of strategic design to governmental challenges. This is 
dependent on building ongoing innovative alliances between government 
departments, universities, business, peak industry bodies and community partners 
to capitalise on knowledge, skills and investment to this end.  
At the education sector level, this requires the up-skilling and ongoing professional 
development and training of current and future educators at all levels about the 
processes of design; and encouragement and support, wherever possible, to 
engage in authentic community participation, interdisciplinary activity, and learning 
beyond the classroom. It also requires a review of current tertiary program offerings 
to formulate future strategies around design capacity building in the tertiary sector in 
Queensland. This is necessary to ensure future generations are given appropriate 
opportunities to be equipped with the necessary skills, behaviours and attitudes to 
empower business innovation and active citizenship in the 21st century knowledge 
economy.  
Whilst it is everyone’s responsibility to ensure future success of the State of 
Queensland, it is evident that the tertiary sector will continue to play an increasingly 
important role in nurturing a creative, innovative and adaptive culture fostering 
design education and research across all levels of education and training. Given 
Queensland’s unique challenges around geographical diversity, this needs to be 
supported by the leadership and proactive collaboration of public institutions and 
organisations, peak industry bodies, school administrations, local and state 
government departments, and passionate design professionals towards agenda 
setting and funding development for key programs and research, particularly in 
regional areas. 
Finally, there is an urgent need to continue gathering Queensland-centric, 
empirically derived evidence surrounding the impact of design and its role within the 
knowledge economy. Relatively little is known about the value of design and the 
role it can play in building innovative, adaptive and resilient Queensland 
communities. An understanding of the links between an intrinsic connection to 
design and the continued consumption, creation and appreciation of design would 
also be valuable. The report provides the first critical step in this process, however 
further work is needed to help inform, transform and shape the future of 
Queensland through design.  
If indeed, “using creativity and design-based thinking to solve complex problems is 
a distinctive Australian strength that can help meet the emerging challenges of this 
century” (Commonwealth of Australia, 2012:8), as stated in the Australia in the 
Asian Century White Paper, then Queensland’s efforts to date in cultivating this 
strength must be celebrated and supported through open innovation, and ongoing 
reform and investment in design skills, education and research. It is hoped that the 
findings of The Knowledge Economy Market Development Mapping Study will 
assist government, the education sectors, the design industry and the Queensland 
Design Council to advocate for the continued development and prioritisation of 
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design education and research as the impetus for Queensland’s development, 
productivity, quality of life and a culture of creative excellence in the 21st century 
knowledge economy.  
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APPENDIX 1: GLOSSARY OF QUEENSLAND DESIGN 
EDUCATION & RESEARCH PROGRAMS 
Note: This list is non-exhaustive and is intended to provide a snapshot of prominent 
and reported design education programs only. 
---------------------------------------------- 
AGDA Annual Continuing Professional Development Program 
Australian Graphic Design Association (AGDA) 
Various activities are run throughout the calendar year as noted on the website. 
Level of engagement: Continuing Professional Development 
More information: http://qld.agda.com.au/events 
---------------------------------------------- 
AIA Annual Continuing Professional Development Program 
Australian Institute of Architects Queensland Chapter 
The AIA’s annual Continuing Professional Development Program includes: 
 Refuel State Chapter CPD events - A program of activities for architect members 
including seminars on topics such as Fee Psychology & Negotiation and Building 
Information Modelling 
 Refuel National Seminar Series – A selection of high-quality seminars delivered 
nationwide and addressing each of the Architects Accreditation Council of Australia 
(AACA) competency standards: Design, Documentation, Project Management and 
Practice Management. 
 PALS (Practice of Architecture Learning Series) - CPD program for graduate 
architects preparing for professional registration 
 Continuum Online Learning - An online program of CPD resources provided by the 
AIA National Office. Courses cover a wide range of topics relating to the 
competency standards.  All courses are recognised by the AIA for formal CPD 
points and meet the CPD requirements of the QLD Board of Registration. 
 2013 Queensland Regional Architecture Conference46 
Level of engagement: Continuing Professional Development 
More information: Continuum Online Learning http://www.continuum.com.au/courses.php;  
Queensland Chapter CPD http://www.architecture.com.au/i-cms?page=11410 
---------------------------------------------- 
AICA Education 
Campus: Gold Coast 
_Diploma of Photoimaging/Diploma of Graphic Design (Double Diploma) 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.aica.edu.au/aboutus/ 
---------------------------------------------- 
AILA Annual Continuing Professional Development Programs 
Australian Institute of Landscape Architects (AILA) 
This professional body serves to advance the profession of Landscape Architecture in the 
service of the public interest and to provide leadership in the creation and stewardship of 
sustainable cities and settlements.  Members complete an annual online report detailing 
their 30 CPD points accumulated.  AILA’s annual Continuing Professional Development 
Program, hosted in Brisbane, Sunshine Coast, Gold Coast and Far North Queensland, 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
46 http://www.architecture.com.au/i-cms?page=1.13262.156.3145.11611.33081  
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includes a series of ‘Discuss’ Seminars and ‘Explore’ Events visiting construction 
sites/projects. (approx 12 events per year) 
Level of engagement: Continuing Professional Development 
More information: http://www.aila.org.au/qld/ 
---------------------------------------------- 
Asia Pacific Design Library 
State Library of Queensland 
The Asia Pacific Design Library is a shared space for industry, academia and the public to 
come together in the generation of new knowledge around design in the Asia Pacific. 
Launched in October 2010, the Library welcomes all those wishing to explore design 
knowledge resources, engage in design dialogue and participate in design programs. The 
library focuses on experiences rather than simply providing accessible information. This 
model is centred on the following key aspects: 
 Design Lounge (physical space) 
 Design Online (shared online space) 
 Design Minds (online, ‘design thinking in action’ resources) 
 Design Pulse (programs that support community engagement) 
 Design Collection (collection of physical and digital design resources centred on five 
categories, listed below) 
o Public Places 
o Better Living 
o Communication 
o Design Thinking 
o Fashion 
Level of engagement: ALL 
More information: http://www.slq.qld.gov.au/about-us/corporate/asia-pacific-design-library/about-apdl  
http://www.queenslandersign.com.au/index.php/design/for-teachers/ 
---------------------------------------------- 
Asia Pacific Design Library Lecture Series  
State Library Queensland | Queensland Government – Arts Queensland Department of Science, 
Information Technology, Innovation and the Arts 
The APDL Lecture Series is a bi-annual seminar series that has been running since 2010, 
with content input from the University of Queensland, Queensland University of Technology, 
the Queensland Government Architect, and in 2012 the Queensland Smart Design Fellow.  
Level of engagement: Continuing Professional Development 
More information: http://www.slq.qld.gov.au/ 
---------------------------------------------- 
Australian Institute of Creative Design 
Campus: Gold Coast, Brisbane 
_Advanced Diploma of Applied Fashion Design and Technology 
_Certificate II in Applied Fashion Design and Technology 
_Diploma and Advanced Diploma of Fashion and Textiles Merchandising 
_Advanced Diploma of Interior Design 
_Certificate III in Interior Decoration 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.aicdedu.com.au/ 
---------------------------------------------- 
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Australian Space Design Competition 
Queensland Government – Department of Education, Training & the Arts | Federal Government – 
Australian School Innovation in Science, Technology and Mathematics 
This industry simulation experience, run since 2002, requires Australian secondary school 
students to design a significant infrastructure development in space, considering a range of 
issues including structural engineering, human factors, communications, food production, 
energy requirements and transportation. In 2009, the Australian team composed of four 
schools from across Queensland and Victoria, were part of the winning company at the 
International Space Settlement Design Competition in Houston USA.  In 2010 two students 
from Bundaberg State High School travelled to the USA to compete. Participating 
Queensland schools have included St Laurence’s College, St Aidan’s Anglican Girls School, 
All Hallow’s College, Bundaberg State High School, Brisbane Boys Grammar School, 
Brisbane Girls Grammar School, Loreto College, Townsville State High School, Cairns State 
High School, Trinity College, Padua College, Lourde’s Hill School, Stanthorpe State High 
School, Iona College, Canterbury College, St Augustine’s College, Strathmore Secondary 
College, St Monica’s College, St Patrick’s College and Queensland Academy of Science, 
Mathematics and Technology. 
Level of engagement: Secondary school 
More information: http://www.ausspacedesign.org.au/; 
http://www.abc.net.au/news/2010-07-15/qld-school-students-to-compete-in-us-space/905666 
---------------------------------------------- 
Billy Blue College of Design 
Campus: Brisbane  
_Bachelor of Applied Design (Communication) 
_Bachelor of Applied Design (Branded Environment) 
_Bachelor of Applied Design (Digital Media) 
_Bachelor of Applied Design (Commerical Interiors) 
_Bachelor of Applied Design (Residential Interior) 
_Bachelor of Applied Design (Branded Fashion) 
_Certificate III in Design Fundamentals 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.billyblue.edu.au/ 
---------------------------------------------- 
Bond University (Bond) 
Institute of Sustainable Development and Architecture; Faculty of Humanities and Social Sciences 
Campus: Gold Coast  
_Bachelor of Architectural Studies 
_Bachelor of Urban Design and Planning 
_Bachelor of Computer Games 
_Bachelor of Multimedia Design 
_Master of Architecture 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.bond.edu.au/index.htm  
---------------------------------------------- 
Cardboard Chair Pressure Test 
QUT School of Design, Brisbane 
This half-day design program, as part of Chinchilla State High School’s Year 10 camp, grew 
out of a relationship formed via the goDesign program and has run annually in the university 
workshop environment since 2010. Students design and construct a cardboard stool for a 
library reading space in 3 hours from one sheet of cardboard. The stools are evaluated for 
structural stability, aesthetics/function, environmental impact and ergonomics. A program 
toolkit for QMI/Manufacturing Skills Queensland - Manufacturing & Engineering Gateway 
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Schools Project is under development, to be distributed to teachers in the 22 hub schools 
across Queensland. 
Level of engagement: Secondary school & Tertiary 
More information: For photos of program download presentation pdf and scroll to Chinchilla State High School 
Grade Ten Camp on http://eprints.qut.edu.au/47747/ 
---------------------------------------------- 
CATC Design School 
Campus: Brisbane, Gold Coast; Distance Learning available for Australian students only 
_Diploma of Graphic Design  
_Diploma of Commercial Arts (Interior Decoration & Design) 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.catc.edu.au/ 
---------------------------------------------- 
CCI ARC Centre of Excellence for Creative Industries & Innovation 
Institute for Creative Industries and Innovation (ICI), Queensland University of Technology (QUT) 
This research centre drives the development of an Australian creative innovation system to 
maximise the national economic and cultural benefits of digital content industries. It 
integrates research across a range of disciplines to develop new modes of access and 
distribution for user-led innovation.  The Centre's research projects are organised around 
the four key themes of Conceptual Modelling, Digital Innovations, Policy and Macro-Trends 
and Skills and Creative Capital. 
Level of engagement: Postgraduate/Research 
More information: http://www.cci.edu.au/research 
---------------------------------------------- 
Central Queensland University (CQU) 
School of Engineering and Technology; School of Education and the Arts 
Campuses: Brisbane, Bundaberg, Emerald, Gladstone, Gold Coast, Noosa, Rockhampton, Mackay 
and Distance Education. 
_Associate Degree Building Design 
_Bachelor of Building Design 
_Bachelor of Multimedia Studies 
_Bachelor of Multimedia Studies Honours 
_Graduate Certificate in Creative Industries 
_Doctor of Philosophy – Arts, Humanities and Education 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.cqu.edu.au/  
---------------------------------------------- 
Centre for Subtropical Design 
Queensland University of Technology (QUT) 
This is an international collaborative research centre contributing new evidence on why 
climate matters as a design generator in the 21st Century. The CSD undertakes design 
research for healthy and sustainable communities in subtropical and tropical environments 
in Australian and international contexts. It aims to encourage development of more climate-
responsive and sustainable urban/rural places, particularly in coastal and arid areas. 
Researchers are working on better integration of historic, contemporary and future urban 
form, more responsive buildings and public spaces, and giving greater attention to 
vulnerable people in our communities to make their lives more resilient to future shocks and 
disasters.  
Level of engagement: Postgraduate/Research 
More information: http://www.subtropicaldesign.org.au/ 
---------------------------------------------- 
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Creative3  
QUT Creative Enterprise Australia | Queensland University of Technology 
This two-day forum empowers individuals and organisations to harness the power of three – 
creativity, investment and enterprise – to build a successful creative business. The program 
includes keynote addresses by leading disruptive entrepreneurs, interactive panel 
discussions, workshops, an investment pitching competition and networking opportunities.  
Level of engagement: Continuing Professional Development 
More information: http://creative3.com.au/the-event/ 
---------------------------------------------- 
Creative Business Benchmarker  
CCI ARC Centre of Excellence for Creative Industries & Innovation, Institute for Creative Industries and 
Innovation (ICI), Queensland University of Technology (QUT) 
Creative Business Benchmarker is a unique business/research tool that allows a 
comparison of performance to similar firms in Queensland in the areas of architecture, 
graphic design, web design, game developers, fashion design, jewellery design and 
industrial design. 
Level of engagement: Postgraduate/Research 
More information: https://benchmarker.org.au/ 
---------------------------------------------- 
Design and Technology Teachers’ Association Australia (DATTA) National Conference 
Design and Technology Teachers' Association (DATTA) of Australia | Industrial Technology and Design 
Teachers QLD (INTAD) | Technology Education Research Conference (TERC) 
The Design and Technology Teachers' Association (DATTA) of Australia is an association 
comprised of individual state and territory associations who exist to promote and improve 
the quality of Design & Technology education provided in Australia. Industrial Technology 
and Design Teachers of Queensland (INTAD) is an association for Industrial Technology and 
Design Teachers of Queensland, years 1 to 12. The role of the association is to represent 
and assist industrial technology and design teachers in the research and development of 
curriculum programs and to provide professional development for teachers in Queensland 
schools, years 1 to 12. In 2012, this conference explored best practice in Technology, 
Design and Engineering Education. 
Level of engagement: Secondary School, Tertiary & Postgraduate/Research 
More information: http://dattaaustralia.com/conference.html 
---------------------------------------------- 
Design Awareness Talks  
Anglican Church Grammar School, Brisbane | Various Design Professionals 
Design awareness presentation in 2010 – 2011 to year 6 students to demonstrate what is 
design? and the design professions. 
Level of engagement: Primary school  
---------------------------------------------- 
Design College Australia (DCA) 
Campus: Brisbane 
_Advanced Diploma in Visual Communication (Graphic Design) 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.designcollege.qld.edu.au/  
---------------------------------------------- 
Design Futures Hothouse Conference  
Queensland College of Art, Griffith University 
From applications around the world, 50 people within the design field were selected to 
attend this intensive held in 2011, to explore the creation of a dynamic, global change 
community of focused thinkers, activists and leaders to move toward ‘sustainment’ as 
project and process. 
APPENDIX 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 67	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
Level of engagement: Tertiary, Postgraduate/Research & Continuing Professional Development 
More information: http://vimeo.com/29236642;  
http://www.griffith.edu.au/visual-creative-arts/design-futures/what-can-i-study/design-futures 
---------------------------------------------- 
Designing Futures  
Kelvin Grove State College (KGSC) | Queensland Government – Arts Queensland Department of Visual 
Arts, Craft & Design 
Designing Futures was a 2011 program of design-based learning facilitated by the KGSC 
Visual Arts Department, focused on major future challenges such as Food, Water, Security 
etc. and involved nine designers-in-residence, a researcher and approximately 700 students 
from a range of classes from year 6-12. The program was funded by an Arts Queensland 
Artist-in-Residence Grant and the outcomes were documented online. The program centres 
on the idea that design can engage students directly in thinking about future challenges by 
providing inventive thinking strategies and local and global perspectives. The program’s 
design focus stems from IDEO’s three-stage design process of inspiration, ideation and 
implementation. The program included the following: 
 homegrown 2011 Zero-Waste Fashion Challenge and Slow Food Challenge (refer 
homegrown 2011: ‘life in the slow lane’ Exhibition & Workshop Program) 
 Design all Day – This program involved the following in-class workshops with 
mentorship provided by design professionals: 
o Broccoli and other problems: ‘Designing Edible Futures’ – One-day design 
immersion workshop for Year 6 students  
o Saving Humpty: ‘Safe landings for Soft Bodies’ – One-day design 
immersion workshop for Year 7 students  
o Zero-Waste Chair: ‘Somewhere to sit…and it doesn’t cost the earth’ – 
One-day design immersion workshop for Year 8 students 
 Senior Design Residencies – Professional Designers worked in-house with the 
teacher team as catalyst/critical friends, contributing an array of resources, 
conducting class presentations and mentoring individual design students in their 
elective projects.  
A conference paper on the program, was presented at the Design Research Society 
DRS//Cumulus 2013 2nd International Conference for Design Education Researchers 
Design Learning for Tomorrow - Design Education from Kindergarten to PhD in Oslo, 
Norway. 
Level of engagement: Primary school, Secondary school, Postgraduate/Research and Continuing Professional 
Development 
More information: http://kelvingrovesc.eq.edu.au/visart/events.html; 
http://kelvingrovesc.eq.edu.au/visart/resources.html  
Research output: http://www.eprints.qut.edu.au/57626/  
---------------------------------------------- 
Design Integration Workshop  
Design Institute of Australia (DIA) | Australian Graphic Design Association (AGDA) | Enterprise Connect 
This workshop, delivered in 2012 by New Zealand’s Equip Design Integration Consultants in 
two successive half-day sessions, is designed to align the thinking and practices of 
designers with those of their clients who have been through the Design Integration 
programs run in Queensland, New South Wales, Victoria and South Australia by state and 
federal government bodies. In particular, the workshop explores how designers can better 
meet their clients’ changing expectations, improve their clients’ design management 
capability, and deliver more highly valued services and better outcomes for all parties, in an 
effort to make the design sector more capable of servicing the manufacturing sector. 
Level of engagement: Continuing Professional Development 
More information: http://www.dia.org.au/ 
---------------------------------------------- 
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Design Integration Workshop Program 
Queensland Manufacturing Institute (QMI) Solutions | QUT School of Design | Queensland Government 
Department of Science, Information Technology, Innovation and the Arts 
This introductory two-day theory-backed, hands-on workshop series follows on from the 
Ulysses Design Integration Pilot Program and is designed for Queensland small-to-medium 
enterprises (SMEs) to learn how Design Integration can be a practical tool for creating 
breakthrough innovations in business, increasing growth and productivity, and achieving a 
sustainable competitive advantage. The 2012 series included workshops in Brisbane, Gold 
Coast, Sunshine Coast, Toowoomba, Rockhampton, Townsville and Cairns.  
Level of engagement: Continuing Professional Development  
More information: http://www.ausicom.com/filelib/events/Design_integration_All_events_2012_Updated.pdf 
 http://www.qmisolutions.com.au/Events.aspx 
---------------------------------------------- 
Design Minds  
State Library of Queensland (SLQ) | Queensland Government – Arts Queensland Department of Visual 
Arts, Craft and Design | Queensland Government – Education Queensland Department of Education, 
Training and Employment 
Design Minds (www.designminds.org.au), launched in 2012, is an online platform for design 
education resources and skill development initiated by Arts Queensland and produced by 
State Library of Queensland. Design Minds was developed in tandem with State Library of 
Queensland’s Design Online website and promoted through Education Queensland’s The 
Learning Place. It utilises design thinking to develop the capabilities of successful and 
creative 21st century citizens within existing education and learning benchmarks. It explains 
design, inspires through resources, and empowers through design thinking toolkits. Design 
is presented as a process in its simplest form: inquire, ideate, implement, and at each stage 
evaluate.  
 Design Minds Online Platform – Initial resources developed by the recipients of the 
Queensland Government Smithsonian Institution Cooper-Hewitt National Design 
Museum Fellowship (Queensland teachers who spend up to 12 weeks with the 
Cooper-Hewitt National Design Museum education department. 
 Design Minds Teacher Training Workshop – A professional development opportunity 
allowing teachers to engage in practical, hands-on experiences utilising 
toolkits/resources from the Design Minds website and facilitated by professional 
designers and teachers. Around 75 teachers have been involved in programs to 
date. 
A conference paper authored by three members of the project delivery team about the 
proposed research agenda for the program, was presented at the Design Research Society 
DRS//Cumulus 2013 2nd International Conference for Design Education Researchers 
Design Learning for Tomorrow - Design Education from Kindergarten to PhD in Oslo, 
Norway.  
Level of engagement: ALL 
More information: www.designminds.org.au/   
Research output: http://www.eprints.qut.edu.au/57627/     
---------------------------------------------- 
Design Thinking in School  
St Francis Xavier Primary School, Goodna | Mother Teresa Catholic Primary School, Ormeau | Mt 
Maria College Enoggera, Brisbane | Our Lady of Dolours Catholic School Mitchelton, Brisbane 
Design Thinking in School was an action learning project run in 2011 in four South-East 
Queensland primary schools. 
Level of engagement: Primary school  
More information: http://vimeo.com/33887093    
---------------------------------------------- 
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DIA Accredited DesignerTM  
Design Institute of Australia (DIA) 
The DIA offers a CPD program where professionals attending events accrue points in order 
to earn recognition and gain their Accredited Designer™ status. Members complete their 
own ready reckoner sheet to record their points per year. 
Level of engagement: Continuing Professional Development 
More information: http://www.dia.org.au/ 
---------------------------------------------- 
DIA Annual Continuing Professional Development Programs 
Design Institute of Australia (DIA) Queensland Branch 
This professional body represents designers within industries such as manufacturing, 
product, fashion, built environment, communications and business. It is committed to 
closely aligning with the education sector to support the objectives of the Australian Design 
Alliance (ada) in pursuing a National Design Policy. It is actively involved in the Tarmac 
Student Council Program and the goDesign Program. Annual Continuing Professional 
Development Programs include: 
 Bubble and Speak Breakfast Seminar Series – 4 annual talks by inspiring local and 
interstate designers running from 1991 – 2012 (+ Gold Coast talk since 2010) 
 Fresh Ground Business Breakfast Seminar Series – 4 annual talks by local 
CEOS/designers about the business of design running from 2008 – 2010 
 DIAlogues Seminar Series - 4 annual talks by local designers/industry related 
speakers discussing issues facing the design professions running from 2008 – 2012 
(+ Gold Coast talk since 2010) 
 7 x 7 Seminar Series, Gold Coast – 3 annual events with 7 speakers running since 
2012  
Level of engagement: Continuing Professional Development 
More information: http://www.design.org.au/index.cfm?id=348 
---------------------------------------------- 
Experience 2012 National Architecture Conference 
Australian Institute of Architects | Queensland Government - Arts Queensland, Department of Visual 
Arts, Craft & Design | Brisbane Convention and Exhibition Centre | Bluescope Steel 
This three-day conference, attracting over 1500 delegates, invited distinguished architect 
keynote speakers (including 13 international) to discuss the experience of their buildings, the 
experience of their settings, the experience of their design and construction, the experience 
of their users and inhabitants, and the enduring experience of architecture. The program 
also included architectural tours of significant award-winning public and private architecture 
of recent years, associated parallel events, displays, exhibitions and a trade fair.  
Level of engagement: Continuing Professional Development 
More information: https://www.architecture.com.au/experience/overview/introduction.html 
---------------------------------------------- 
Explore University Day and/or Camp – goDesign Express Program 
Queensland University of Technology (QUT) School of Design 
These 45-minute design workshops, involving approximately 20–30 Year 5–7 and Year 8–
12 students from schools involved in QUT’s Widening Learning and Participation Program, 
are facilitated by university lecturers, student ambassadors and a teacher from the 
participating school.  Content has been developed from the goDesign Program and by other 
university academics. 
Level of engagement: Primary school & Secondary school 
More information: Operates as part of the Widening Learning & Participation Program (see notes under Widening 
Learning & Participation). See also: http://www.news.qut.edu.au/cgi-
bin/WebObjects/News.woa/wa/goNewsPage?newsEventID=50483 or  
http://cms.qut.edu.au/__data/assets/pdf_file/0020/177113/QUT-Explore-Uni-2012.pdf  
---------------------------------------------- 
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F1 in Schools Program 
Re-Engineering Australia Foundation (REA) 
Year 6 to Year 12 school students from 22 hubs located across Queensland, design, test 
and race model F1 racecars. They then compete at regional, state, national and international 
levels. Over 120 students competed in the Queensland state final in 2011 with 4 teams then 
going on to represent Queensland at the National Competition. The program has been 
running since 2004. 
Level of engagement: Primary school & Secondary school 
More information: http://www.f1inschools.com/   
---------------------------------------------- 
Flood of ideas - School of Ideas Competition 
Healthy Waterways | The Edge, State Library of Queensland 
In response to the Queensland Floods of December 2010 - January 2011, Flood of Ideas 
was an initiative designed to gather diverse and creative ideas, drawing on the shared 
wisdom and experience of the community, on how we can better plan for and respond to 
future floods. As part of this program The Edge ran the ‘School of ideas’ competition. This 
was designed specifically for Queensland School children and centred on the question: 
What’s your idea for flood-proofing Queensland in the future?  
Level of engagement: Primary school & Secondary school 
More information: http://floodofideas.org.au/schoolofideas/ 
Design Minds Toolkit: http://designminds.org.au/flood-of-ideas/ 
---------------------------------------------- 
Giddy Widdle 
Darling Heights State School, Toowoomba 
Giddy Widdle is a self started design programme run for a term in 2009 – 2012 to support 
the development of design in a prep and year 5 class collaboration. Giddy Widdle was the 
name of a stylised robot that had meaning for prep children and adjusted meaning for year 
five children. GIDDY (Got an Idea Draw it Do it like it Yes or no) was the prep component 
whilst WIDDLE (What’s the problem, ideas, design it, do it, like it, evaluate it) was the Year 5 
component. 
Level of engagement: Primary school 
---------------------------------------------- 
goDesign Travelling Workshop Program for Regional Secondary Students 
QUT School of Design | DIA Queensland Branch 
goDesign, aligned with the DIA unleashed: queensland design on tour 2010 Exhibition,  was 
a three-day design immersion program for six regional Queensland state secondary schools.  
It was the first of its kind known in Australia to be part of a state wide travelling design 
education scheme for secondary students, teachers, design practitioners and local industry 
in regional communities.  
The program was specifically designed as an action research project in a direct response to 
the Queensland Design Strategy 2020’s mandate to “Reinforce design and creativity in the 
existing Queensland education curriculum by exploring the potential for an annual design 
immersion program for Queensland secondary school students” (Arts Queensland, 2008:38). 
It was delivered by university design academics and visiting design professionals from 
various disciplines in Chinchilla, Mt Isa, Quilpie, Emerald, Gladstone and Bundaberg 
between February and September 2010, to approximately 95 secondary students and 24 
teachers from the subject areas of visual art, graphics and industrial technology and design.   
Underpinned by a place-based approach and the integration of Dr Charles Burnette’s 
IDESIGN teaching model, the program provides opportunities for participants to explore, 
analyse and reimagine their local town through a series of scaffolded problem solving 
activities around the theme of ‘place’.  The program was designed to facilitate an 
understanding of the value of design thinking and its importance to regional communities, to 
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give students more information about various design disciplines as career options, and 
provide a professional development opportunity for teachers.  The program received 
advisory assistance from Kelvin Grove State College, Queensland Studies Authority and 
QMI/Manufacturing Skills Queensland Manager, Manufacturing & Engineering Gateway 
Schools Project. Data collected is currently being analysed as part of PhD research and will 
provide a foundation to address the lack of evidence-based research necessary to improve 
the understanding, integration and delivery of design thinking in K-12 classrooms in 
Queensland. It has since inspired the development of short design immersion programs 
branded goDesign Express as part of the QUT Widening Learning and Participation 
Program and Grey Street 2020 Workshop Program, and the annually run Cardboard Chair 
Pressure Test.  
 
The program is referenced in Queensland Design 2010 (The State of Queensland 
Department of the Premier and Cabinet, 2010:9) and the National Cultural Policy Discussion 
Paper Response (Queensland Design Council, 2011:19). goDesign was presented as a case 
study at Design Management Institute (DMI) 2012 International Design Management 
Research Conference Leading Innovation by Design in Boston USA, and Design Research 
Society DRS//Cumulus 2013 2nd International Conference for Design Education 
Researchers Design Learning for Tomorrow - Design Education from Kindergarten to PhD in 
Oslo, Norway. 
 
Level of engagement: Secondary school, Postgraduate/Research 
More information: http://eprints.qut.edu.au/47747/ 
goDesign brochure can be downloaded from the Living City website 
http://www.livingcity.net.au/LC2010/people/2010mentors/2010mentors.html 
Queensland Design 2010 Brochure http://www.arts.qld.gov.au/policy/design2020.html 
National Cultural Policy Discussion Paper Response by the Queensland Design Council 
http://culture.arts.gov.au/submissions  
Research outputs: http://eprints.qut.edu.au/57625/ ; http://eprints.qut.edu.au/53945/  
---------------------------------------------- 
Gold Coast Digital Manufacturing Marine Challenge 
Department of Tourism, Regional Development and Industry | Department of Education, Training and 
the Arts | Key Local industry Organisations 
Year 7 to 12 school students from eight Gold Coast schools use digital manufacturing 
technology to design, mould and form powerboat models, culminating in an annual 
competition judged on the fastest boat. Since 2010 the marine industry on the Gold Coast 
has provided support and advice in the design and manufacturing process.  
Level of engagement: Primary school & Secondary school 
More information: http://www.marinechallenge.qld.edu.au  
---------------------------------------------- 
Grey Street 2020 Workshop Program - goDesign Express Program 
Southbank Corporation  | QUT School of Design | DIA Queensland Branch  
This community engagement workshop program, run in 2012 with four different groups over 
a month, provided an environment for immersion with design issues of place, identity and 
sustainability through initiating understandings of design generation, conveyance and 
evaluation. Secondary and tertiary participants (from Southbank Institute of Technology – 
Visual Arts, St Laurence’s College and Mt St Michael’s College) were invited to explore, 
analyse and reimagine a future identity for Grey Street, South Bank in 2020 and 
communicate their ideas through an activist poster design, mentored by design 
professionals and tertiary design students from various disciplines.  
Level of engagement: Secondary school & Tertiary 
More information: http://www.visitsouthbank.com.au/greystreetexchange 
---------------------------------------------- 
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Griffith University 
Queensland College of Art; School of Environment  
Campuses: Gold Coast, South Bank, Logan, Mt Gravatt and Nathan 
_Bachelor of Design Futures  
    _Majors: Visual Communication Design, Interior Environments or Product Design  
_Bachelor of Digital Media 
    _Majors: Graphic Design, 3D Design, Digital Design or Fashion (Elective Major) 
_Bachelor of Digital Media with Honours 
_Bachelor of Enviromental Design (Architecture) 
_Bachelor of Environmental Design (Environmental Sustainability) 
_Bachelor of Games Design 
_Master of Architecture 
_Graduate Certificate in Design Futures  
_Master of Design Futures 
_Master of Design Futures with Honours 
_Master of Philosophy 
_Doctor of Philosophy 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.griffith.edu.au/visual-creative-arts/design-futures;  
http://designfutures.com.au; http://www.griffith.edu.au/environment-planning-architecture; 
http://www.griffith.edu.au/visual-creative-arts/design-digital-media;  
http://griffith.edu.au/visual-creative-arts/queensland-college-art/studios/griffith-film-school 
---------------------------------------------- 
homegrown 2011: ‘life in the slow lane’ Exhibition and Workshop Program 
Southbank Corporation | Design Institute of Australia Queensland Branch | QUT School of Design 
As part of a month-long initiative including a collaborative exhibition of retail shopfront 
installations, design talks and workshops responding to Strauss and Fuad-Luke’s Slow 
Design principles, this program held in retail shopfronts and a pop-up shop in South Bank, 
Brisbane, allowed secondary students, tertiary students, design professionals and 
community to explore notions of slow food and slow design. Major events included: 
 ‘Life in the slow lane’ Exhibition – Proactive voluntary collaboration of ten design 
teams and ten retailers (drawn from total 50 design professionals and 30 tertiary 
design students) creating retail shopfront installations responding to slow food/slow 
design. 
 The Zero-Waste Fashion Challenge – 20 senior secondary school fashion students 
from Kelvin Grove State College developed zero-waste wearable designs from 
recycled materials in a one-day design immersion workshop, mentored by design 
professionals, artists and tertiary design students from various design disciplines. 
Students returned to the classroom to further develop their process work, solutions 
and prototypes with designers-in-residence and design mentors. 
 The Slow Food Challenge – 20 senior secondary design students from Kelvin Grove 
State College developed branding strategies for slow food, mentored by design 
professionals, artists and tertiary design students from various design disciplines. 
Students returned to the classroom to further develop their process work, solutions 
and prototypes with designers-in-residence and design mentors. 
 Bouncing Back Architecture Workshop – 18 senior secondary industrial 
technology/design students from Queensland Academy for Creative Industries 
(QACI) developed designs and models for emergency food distribution shelters for 
those affected by the Brisbane floods, mentored by design professionals and tertiary 
design students. 
 The Stitchery Collective Zero Waste Apron Workshop – 10 members of the public 
were instructed to sew their own ‘Zaprons’ designed using a geometric solution to 
ensure no waste on the fabric roll. 
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Level of engagement: Secondary school, Tertiary & Continuing Professional Development 
More information: http://www.dia.org.au/index.cfm?id=388;  
Slow Food Design Day PowerPoint http://kelvingrovesc.eq.edu.au/visart/resources.html 
---------------------------------------------- 
James Cook University (JCU)  
Faculty of Arts, Education and Social Sciences 
Campuses47: Townsville and Cairns  
_Bachelor of Creative Industries (Media Design) 
_Bachelor of Creative Industries Honours 
_Bachelor of New Media Arts (Media Design) 
_Bachelor of New Media Arts Honours 
_Diploma of Creative Arts 
_Graduate Diploma of Creative Arts 
_Master of Philosophy (Creative Arts) 
_Doctor of Philosophy (Creative Arts) 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.jcu.edu.au/    
---------------------------------------------- 
JMC Academy 
Campus: South Brisbane  
_Diploma of Game Design 
_Associate Degree of Creative Arts (Game Design) 
_Bachelor of Creative Arts (Game Design) 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.jmcacademy.edu.au/ 
---------------------------------------------- 
KGSC Art + Design School of Excellence 
Kelvin Grove State College | QUT Faculty of Creative Industries School of Design | State Library of 
Queensland APDL 
This program provides Year 11 and 12 students with extension programs in art and design, 
assistance and mentorship by KGSC art and QUT School of Design teaching staff and 
students, and credit for up to 3 units of study in QUT Faculty of Creative Industries 
undergraduate degrees.  The program offers pathways in architecture, landscape 
architecture, interior design, industrial design, interactive design, multimedia and graphic 
communication. Is is anticipated this program and associated community engagement 
projects will provide research outcomes in regards to a best practice model for secondary 
and tertiary sector design collaboration. State Library of Queensland APDL support the 
program through involvement in partnership/engagement projects which are documented 
on the Design Minds website. 
Level of engagement: Secondary School, Tertiary & Postgraduate/Research 
More information: http://kelvingrovesc.eq.edu.au  
---------------------------------------------- 
KGSC Engineering Technology School of Excellence 
Kelvin Grove State College | QUT Faculty of Science & Engineering 
This program allows Year 11 and 12 students to simultaneously study the QUT ENB101 
Engineering Mechanics 1 course and the EQ Engineering Technology course. In this 
program, students are required to attend four 70-minute lessons each week at KGSC, 
studying the full EQ course over the two years and the full QUT course over the first three 
semesters. A successful result in two QUT Subjects contributes towards automatic entry 
into QUT through the QUT START program.  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
47 Both campuses service regional Queensland. Townsville and Cairns are located approximately 1.5 hour 
(flight) from Brisbane.  
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Level of engagement: Secondary School, Tertiary & Postgraduate/Research 
More information: http://kelvingrovesc.eq.edu.au/wcms  
---------------------------------------------- 
Living City  
Kelvin Grove State College (KGSC) | Brisbane City Council | Verge Landscape Architecture | QUT 
School of Design (2010 + 2013) 
Living City is a three-day place-based urban design immersion workshop program run 
annually from 1999-2010 for 30 self-selected Year 11 Visual Art students and teachers 
drawn from more than 50 state and private Brisbane secondary schools. In 2013, the 
program was run for 30 Kelvin Grove State College Year 11 and 12 Visual Arts and Design 
students. The program has a specific focus on raising awareness of the complexity involved 
in the design of shared city spaces, showcasing the role of engaged consultants, and 
empowering young people, as future citizens, to be involved in the evolution of their cities, 
within a framework of ecological, economic, social and cultural sustainability. 
The program, through mentoring from stakeholders, educators, public artists and design 
professionals, uniquely encourages students to connect the bigger challenges of global 
urbanism with local sites under development scrutiny, providing them with a multi-
dimensional toolkit to respond creatively.   Students are introduced to design methodology, 
team thinking strategies, the scope of design practices and professions, presentation skills 
and post-secondary pathways, while participating teachers acquire content and design 
learning strategies transferable in many other contexts. Over 250 students have been 
involved over the life of the program. The program’s website provides layered 
documentation and resources for participating students and schools and for a wider 
educational audience. Ideas generated by students have been included as part of council 
youth consultation for the target development sites, and published online and to city 
authorities.  
The program won an Education Queensland Regional Showcase Award for Excellence in 
Innovation in 2011 and an Australian Institute of Landscape Architects (Qld) Award for 
Research and Communication in 2009. The team presented a conference paper on the 
program at the INSEA Education and Environment Conference in Viseu, Portugal in 2006. 
This was followed up with a book chapter on the program (Hooper and Boyle, 2009). The 
program is referenced as a best practice youth engagement model in the Brisbane City 
Council's Draft Strategy for Young People 2013-2018 under the section entitled ‘Well 
Designed Subtropical City’ (Brisbane City Council, 2013: 98, 101-103).  
Level of engagement: Secondary school, Tertiary & Continuing Professional Development 
More information: http://www.livingcity.net.au/index.html 
http://eprints.qut.edu.au/47765/ 
http://www.brisbane.qld.gov.au/community/community-support/youth/young_people/index.htm  
---------------------------------------------- 
Martin College of Business, Technology and Design 
Campus: Brisbane 
_Diploma of Graphic Design 
_Certificate IV in Design 
_Bridging Course for Graphic Design 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.martincollege.edu.au/  
---------------------------------------------- 
Meee Australia College 
Campus: Brisbane 
_ Diploma in Applied Fashion Design and Technology 
_Certificate II in Applied Fashion Design and Technology  
 
Level of engagement: Tertiary and Continuing Professional Development 
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More information: http://domore.com.au/teacher/meee-australia-college-of-fashion/about 
http://www.hotcourses.com.au/australia/courses/all-training-fashion-courses-meee-australia-college/116429/vc-
aus-all/da-ac17/order-cd-1/kw/courses.html 
--------------------------------------------- 
Optimism 
International Council of Communication Design (ICOGRADA) | Australian Graphic Design Association 
(AGDA) | Queensland Government – Arts Queensland Department of Visual Arts, Craft and Design 
Optimism: Icograda Design Week 2010 was a key international cultural and business forum 
presenting a multi-faceted series of events addressing leading themes, thinking and trends 
within the communication design sector, and offering professional development and 
networking opportunities for design professionals, students, government and business. 
Other participants included DIA, Illustrators Australia, Society of Environmental Graphic 
Designers and 62 non-arts organisations.  Scheduled activities included: 
 One-day Design-led Business Forum 
 Two-day International Conference 
 ICOGRADA Regional Meeting 
 ICOGRADA Board Meeting 
 Design Trade Fair 
 6 x Exhibitions (4 x Exhibitions opened entries/contributions to regional Queensland 
and interstate) 
 6 x Special Events 
 6 x Workshops 
Level of engagement: Continuing Professional Development 
More information: http://www.designweekbrisbane.com/ 
---------------------------------------------- 
Origami 
Kelvin Grove State College (KGSC) | Anglican Church Grammar School (ACGS) Brisbane 
This program, delivered by an origami artist, took the folding techniques of traditional 
origami and transposed them to design thinking and problem solving in multiple classroom 
settings.  From 2006 to 2012 at KGSC, the program, which delivered open ended discovery 
learning to several hundred students in P-12 classrooms, provided teachers with engaging 
design strategies in science, maths, the arts and in many other fields. In this time, the 
program has evolved from an earlier phase of a highly structured lock-step process to more 
open-ended enquiry learning, encouraging integrated thinking and cultural inclusion. 
Level of engagement: Primary school & Secondary school 
More information: http://www.plico.com.au/education.html; 
http://www.kelvingrovesc.eq.edu.au/autoindex/index.php?dir=Archives/2009_archives/&file=news090313.pdf 
---------------------------------------------- 
Out of the Box Festival (OOTB) 
Queensland Performing Arts Complex (QPAC) | Queensland Government  
This program, which celebrated its 20th anniversary in 2012, aims to “enhance children’s 
experience through involvement in the arts and design by encouraging a sense of wonder, 
curiosity, discovery and serious fun”. 
Level of engagement: Primary school  
More information: http://www.outoftheboxfestival.com.au/index.aspx 
---------------------------------------------- 
Pimpama State Secondary College 
Pimpama, Queensland 
This new high school opened its doors to 270 Year 7 and Year 8 students on 29 January 
2013, and is one of only 20 secondary schools in Queensland to offer Year 7 in 2013. It 
aims to equip its graduates to be digitally literate, effective communicators and 21st century 
learners by becoming the first school in Queensland to teach design thinking across 
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curriculum. The Mission statement is “developing learners who can identify opportunity and 
manage risk; who can innovate and create; who can shape and define their future”. The 
school is working in conjunction with Design Minds to allow public access to curriculum 
information. 
Level of engagement: Secondary school  
More information: http://www.pimpamassc.eq.edu.au/Pages/default.aspx  
---------------------------------------------- 
QAGOMA Children’s Art Centre Programs 
Queensland Gallery of Modern Art (GOMA) | Queensland Art Gallery (QAG) 
Since 1998 the Gallery’s Children’s Art Centre has become a leader in providing unique 
interactive opportunities for children and families as part of their art museum experience, 
with an emphasis on working directly with contemporary artists and designers to develop 
interactive installations, artist projects and art works. Past programs featuring design related 
activity have included: 
 Ghost World – Design for a billboard advertisement, package for a supermarket item 
and planning/construction for a new modern metropolis (2010) 
 Top Hats – Discovering the art of hat design (2010) 
 Kids APT6 – Designing and making aeroplanes out of recycled materials (2009/10) 
 Easton Pearson Workroom – Designing a wardrobe of paper outfits for paper dolls, 
inspired by pieces from the designers' collections. (2009) 
 Kids Contemporary Australia – Re-creating miniature versions of home or designing 
a dream home, comprising interior and exterior plans  (2008/09) 
Level of engagement: Primary school, Secondary school & Continuing Professional Development 
More information: http://qagoma.qld.gov.au/kids/exhibition_archive   
---------------------------------------------- 
QANTM College 
Campus: Brisbane 
_Bachelor of Creative Media (Graphic Design) 
_Certificate III in Media (online) 
_Diploma of Interactive Digital Media 
_Bachelor of Creative Media (Interactive Media) 
_Bachelor of Interactive Entertainment (Games Design) 
 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.qantm.com.au  
---------------------------------------------- 
Queensland Academy for Creative Industries (QACI) 
Queensland Academies | Queensland Government Education Queensland | Queensland University of 
Technology (QUT) 
The Queensland Academies are state schools for highly capable Year 10 to 12 students. A 
bridge between high school and tertiary study, the Academies are designed to maximise the 
potential of bright students and prepare them for university. The Queensland Academy for 
Creative Industries provides a differentiated educational pathway and a rigorous, enriched 
academic and creative learning environment. Students develop skills and aptitudes 
necessary to become the pathmakers of the 21st century. The curriculum is rich in programs 
and experiences that develop a creative generation of analytical, creative leaders who 
demonstrate an enthusiasm for entrepreneurship and lifelong learning. The curriculum 
combines the base study of the International Baccalaureate Diploma with tertiary studies 
and real-time learning within cutting-edge industries, the corporate sector and the arts and 
design community. 
Level of engagement: Secondary school  
More information: http://qaci.eq.edu.au/index.php  
---------------------------------------------- 
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Queensland Art Teachers Association (QATA) Inservice Day Conference 
QATA | Queensland College of Art Griffith University 
The Queensland Art Teacher's Association is a fully incorporated professional association 
committed to the promotion of the visual arts and design in the field of education. An annual 
Inservice Day Conference provides professional development for the needs of 80-100 visual 
art and design educator delegates from primary, secondary and tertiary sectors. The 
conferences held from 2008-2010 in particular, focused on increasing awareness of design 
pedagogy approaches and in 2012, profiling of the Design Minds website and the 
Smithsonian Cooper Hewitt Design Museum resources. 
Level of engagement: Primary, Secondary, Tertiary & Continuing Professional Development 
More information: http://qata.qld.edu.au/ 
---------------------------------------------- 
Queensland Institute of Business Technology 
Campus: Mt Gravatt (in conjunction with Griffith University) 
_Diploma of Graphic Design 
Level of engagement: Tertiary & Continuing Professional Development  
More information: http://www.qbit.qld.edu.au/ 
---------------------------------------------- 
Queensland-Smithsonian (Cooper-Hewitt) Design Museum Fellowship Program 
State Library of Queensland (SLQ) | Queensland Government – Arts Queensland Department of Visual 
Arts, Craft and Design | Queensland Government – Education Queensland Department of Education, 
Training and Employment 
This annual program run since 2008, gives one Queensland school teacher the opportunity 
to travel to the Smithsonian Institution’s Cooper-Hewitt National Design Museum in New 
York and work with the Cooper-Hewitt’s Education Department, globally recognised for its 
design education programs. The Fellow gains experience in classroom, community and 
online strategies for delivering quality design education, developing knowledge and skills to 
apply and share with students and colleagues back in Queensland. Resources from the 
Fellowship are promoted through the Design Minds website.  
Level of engagement: Primary school, Secondary school & Continuing Professional Development for Teachers 
More information: http://www.queenslandersign.com.au/index.php/design/for-teachers/; 
https://www.learningplace.com.au/deliver/content.asp?pid=45481; 
http://designminds.org.au/contentbyauthor/Design+Minds/ 
---------------------------------------------- 
Queensland University of Technology (QUT) 
Faculty of Creative Industries  
Campuses: Gardens Point and Kelvin Grove, Brisbane 
_Bachelor of Design 
   _Majors: Architectural Studies, Industrial Design, Interior Design, Landscape Architecture  
_Bachelor of Fine Arts (Fashion) 
_Bachelor of Fine Arts (Interactive and Visual Design) 
_Bachelor of Fine Arts (Interactive and Visual Design)/Bachelor of Information Technology 
_Bachelor of Fine Arts (Sound Design) 
_Bachelor of Business/Bachelor of Fine Arts (Fashion) 
_Bachelor of Business/Bachelor of Fine Arts (Interactive and Visual Design) 
_Graduate Certificate in Creative Industries (Interactive and Visual Design) 
_Master of Design (Research)  
_Master of Design (Urban Design) 
_Master of Architecture  
_Doctor of Creative Industries (Research) 
_Doctor of Philosophy 
 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.qut.edu.au/study/study-areas/creative-design-and-performance-courses  
---------------------------------------------- 
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RACQ Technology Challenge, Maryborough 
RACQ | Fraser Coast Regional Council | Ergon Energy | Maryborough State High School | University of 
Southern Queensland  
This annual two-day design and technology challenge run since 2002, encourages primary 
and secondary school students to experience curriculum/explore future careers in 
alternative energy, design & engineering. The students compete in five Queensland 
championship events: 
 CO2 Dragster Championship – Secondary school students design, build and race 
small, jet-propelled hand-made dragsters powered by compressed CO2 (soda) 
cylinders over a 20 metre specially designed track. Students who compete 
demonstrate DMA principles to draw, design and then build a dragster within a set 
of specifications. 
 Robotics Challenge – Primary, lower secondary and upper secondary school 
students are introduced to the fields of robotics, electronics, hardware and software 
as they design and build their own programmable robot within 3 categories: 
o Dance – Design a robot to dance to music for 1 - 2 minutes.  
o Rescue – Design, build and program a robot to rescue a victim who has 
fallen into a swamp, as quickly as possible. 
o HPV Robotics Race – Design a single robot to race around a scale HPV 
track for a maximum of 3 laps. On the second lap a light must turn on.  
 24-hr Human Powered Vehicle (HPV) Championship – Secondary school teams of 
all ages design the ultimate speed machine for a 24 hour pedal-powered racing 
challenge. In 2012 team entries were capped to 120.  
 Smilie Pushcart Championship – Primary School students design, build and race a 
human-powered machine engineered for speed along a sprint track and through an 
obstacle course. The cart is required to disassemble in record time and every piece 
must fit through a 100 mm slot. 
 Solar Model Car and Boat Championships – Primary and secondary school 
students use active learning processes in teams to explore energy options for the 
21st century and design/build/race their own model boat or car. The solar 
model cars compete over a 100 metre figure ‘8’ circuit. The solar model boats are 
up to 60 cm long, up to 35 cm wide and steered along a guideline, with unrestricted 
propeller/paddle wheel design. 
The Questacon National Science and Technology Centre Smart Moves Presentation is an 
interactive, inspiring multimedia presentation which showcases the innovation stories of 
young Australians. An Innovation Workshop encourages students to interactively explore, 
invent and create with electronics, apply their engineering and problem solving skills, and 
discover the future of manufacturing through 3D printers. 
 
Level of engagement: Primary school & Secondary school 
More information: http://www.technologychallenge.com.au/, http://www.frasercoastevents.com.au/event-
detail.aspx?eid=8364 
---------------------------------------------- 
Second Skin  
Queensland University of Technology (QUT) School of Design | Queensland Academies 
This one-day design-led pilot workshop program run in 2012, with input from the Cancer 
Council, linked 30 self-selected high-achieving year 5-9 students with tertiary design 
students, educators and design professionals in a university design studio, to explore 
science and fashion design inspired prototype solutions for sun-safety. The program is part 
of the development of a Queensland Academies Young Scholars weekend design workshop 
program. The event was filmed for the television program Totally Wild.  
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This program will be re-run in 2013 as an action research project to ascertain the value of 
design immersion education in delivering the sun-safe message to a youth audience of non-
designers, to address a systemic health issue. Additional workshops will include a Design 
Pressure Test Workshop (to be filmed for Totally Wild) and an Apprentice Entrepreneur 
Workshop, utilising the same delivery model. 
Level of engagement: Primary school, Secondary school, Tertiary & Postgraduate/Research 
More information: http://www.qut.edu.au/about/news/news?news-id=48255  
http://eprints.qut.edu.au/58995/  
---------------------------------------------- 
Shillington College 
Campus: Brisbane 
_Certificate IV in Graphic Design 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.shillingtoncollege.com.au/ 
---------------------------------------------- 
Sit-Art 60 Chair Design Challenge 
Arkhefield | Myer Centre | QUT School of Design | State Library of Queensland APDL | Kelvin Grove 
State College (KGSC) 
This 2012 program invited 50 senior (Year 11/12) secondary design students from Kelvin 
Grove State College to create customised seating designs for the Myer Centre in Brisbane 
City, during a school term. The completed designs are featured on 60 chairs installed in the 
refurbished central atrium of the Myer Centre Food Court. The program involved client 
briefings, in-class activity, site visits and a one-day intensive design workshop with design 
professionals and tertiary design students as mentors. Through the design process, the 
program investigated wider issues and values around access and sustainability, 
public/private space, and aimed to encourage students to make connections between local 
experiences and major global challenges. 
Level of engagement: Secondary school, Tertiary and Continuing Professional Development 
More information: http://designminds.org.au/sit-art/ 
---------------------------------------------- 
Southbank Institute of Technology (SBIT) 
Campus: Brisbane 
_Diploma of Graphic Design 
_Certificate III in Design Fundamentals  
_Diploma of Building Design & Technology 
_Diploma of Interior Design & Decoration  
_Diploma of Interior Technology 
_Advanced Diploma of Graphic Design  
_Units from Certificate IV in Design  
_Certificate IV in Aboriginal or Torres Strait Islander Cultural Arts – National Visual Arts, 
Crafts and Design Qualification 
_Certificate IV in Interior Decoration  
_Diploma of Interactive Digital Media 
_Diploma of Interactive Digital Media (Games) 
Level of engagement: Tertiary & Continuing Professional Development 
More information: http://www.southbank.edu.au/site/programs/category.asp  
---------------------------------------------- 
TAFE Queensland 
Campus: Brisbane North Institute of TAFE (BNIT), Ithaca & Bracken Ridge 
_Diploma of Graphic Design 
_Certificate IV in Interior Decoration  
_Certificate III in Media 
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Campus: Gold Coast Institute of TAFE (GCIT), Coomera & Ashmore 
_Diploma of Graphic Design 
_Diploma of Graphic Design/Bachelor of Digital Media [with Griffith University Gold Coast] 
_Diploma of Interactive Digital Media 
_Certificate III in Media 
_Certificate IV in Applied Fashion Design and Technology 
_Diploma of Applied Fashion Design and Technology 
_Diploma of Building Design and Technology  
_Diploma of Building Design and Technology/Bachelor of Environmental Design     
(Architecture) [with Griffith University Gold Coast] 
 
Campus: Metropolitan South Institute of TAFE (MSIT), Loganlea, Yeronga, Beaudesert, Browns Plains, Carindale, 
Chelmer, Mt Gravatt and Alexandra Hills - Brisbane 
_Certificate IV in Applied Fashion Design and Technology 
_Diploma of Applied Fashion Design and Technology 
_Advanced Diploma of Applied Fashion Design and Technology 
_Certificate III in Design Fundamentals 
_Certificate III in Millinery 
_Certificate IV in Millinery 
 
Campus: Southern Queensland Institute of TAFE (SQIT), Toowoomba 
_Certificate III in Design Fundamentals 
_Certificate IV in Design 
_Certificate III in Media 
_Diploma of Interactive Digital Media 
_Diploma of Graphic Design 
_Diploma of Graphic Design/Certificate IV in Design 
 
Campus: Sunshine Coast Institute of TAFE (SCIT), Nambour & Mooloolaba 
_Certificate IV in Applied Fashion Design and Technology 
_Diploma of Applied Fashion Design and Technology 
_Certificate IV in Graphic Design 
_Diploma of Graphic Design 
_Diploma of Building Design and Technology  
_Diploma of Interior Technology 
 
Campus: The Bremer Institute of TAFE (TBIT), Bundamba, Goodna, Inala, Springfield 
_Certificate IV in Design 
_Diploma of Graphic Design 
 
Level of engagement: Tertiary & Continuing Professional Development  
More information: http://www.tafe.qld.gov.au ; http://www.bn.tafe.qld.gov.au ;  
http://www.goldcoast.tafe.qld.gov.au;  
http://www.msit.tafe.qld.gov.au/;  
http://www.sqit.tafe.qld.gov.au; 
http://www.sunshinecoast.tafe.qld.gov.au; 
http://www.bremer.tafe.qld.gov.au 
---------------------------------------------- 
TEDx Brisbane  
Fairweather Creative Culture | Map Magazine | State Library of Queensland | Queensland Government 
- Arts Queensland, Department of Visual Arts, Craft & Design 
In the spirit of ideas worth spreading, TEDx Brisbane, held in 2010 and 2011 was an 
independently organised one-day local program bringing people together for live speakers 
and TEDTalks video to spark deep discussion and connection about technology, education 
and design. 
Level of engagement: Continuing Professional Development  
More information: http://www.ted.com/tedx/events/3143 
---------------------------------------------- 
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The Edge 
State Library of Queensland 
This initiative provides young Queenslanders with the opportunity and inspiration to explore 
creativity across the arts, technology, science and enterprise, creatively engaging the next 
generation of library users. The Edge offers:  
 A year-round calendar of workshops, activities, events and exhibitions  
 Opportunities to develop creative practice and projects  
 Free access to a broad range of hardware and software  
 An online community to connect with people of similar interests  
 Physical work and meeting spaces with wi-fi access 
Level of engagement: ALL but main focus Secondary School and Tertiary 
More information: http://www.edgeqld.org.au  
---------------------------------------------- 
the Stitchery Collective 
Visual Arts & Crafts Strategy | QUT Faculty of Creative Industries | QUT Creative Industries Precinct 
This independent fashion-based, artist-run initiative is based in the iconic Bell Bros. building 
in Brisbane. Grown out of a community of QUT Creative Industries graduates, the Stitchery 
Collective designs and facilitates community engagement programs including art, design 
and sewing workshops, clothing swaps, exhibitions and public education programs. Events 
like ‘Life Drawing with Clothes On’ classes, weekly Sunday Stitch Lounge, monthly 
workshops, exhibitions and talks aim to connect individuals, develop inclusive communities 
and cultivate ideas of ethical engagement with fashion.  
 
Level of engagement: Primary school, Secondary school and Tertiary 
More information: http://www.thestitcherycollective.org.au.dnnmax.com 
---------------------------------------------- 
The Window Project 
QUT School of Design | Artisan 
The Window Project is a partnership conceived in 2012 by the QUT School of Design 
Interior Design discipline and artisan, to open up opportunities for design students to work 
collaboratively on small-scale retail and exhibition design projects.  QUT design students 
team up with artisan staff over a six-week period to develop a window installation aligned to 
artisan’s exhibition and retail program with supervisory assistance provided by QUT 
lecturers. The program fosters real world engagement and networking, and allows students 
to showcase their talents in the public realm, as an introduction to professional practice. 
Level of engagement: Tertiary 
More information: http://www.architectureanddesign.com.au/article/Upcycle-recycle-and-repurpose-trends-go-
on-show-in-Brisbane-QUT-interior-design-students/533553.aspx#.T0LaXopwW1Y.email; 
http://www.qut.edu.au/about/news/news?news-id=38640; 
http://www.news.qut.edu.au/cgi-bin/WebObjects/News.woa/wa/goNewsPage?newsEventID=56755 
---------------------------------------------- 
Ulysses: Transforming Business Through Design 
Queensland Government - Department of Employment, Economic Development and Innovation 
Ulysses was a Queensland Government sponsored pilot program run from 2009 – 2012 to 
assist top Queensland businesses to integrate world best practice ‘design thinking’ 
principles into all aspects of their operations, for future global economic competitiveness. 
The Ulysses program played a critical role in the commercialisation of innovation for 
Queensland businesses and showcasing the value of design to differentiate products and 
services in the global market place. 
Level of engagement: Continuing Professional Development 
More information: http://www.industry.qld.gov.au/key-industries/730.htm  
---------------------------------------------- 
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University of Queensland 
Faculty of Engineering, Architecture and Information Technology 
Campuses: St Lucia, Ipswich, Gatton and Herston 
_Bachelor of Architectural Design 
_Bachelor Architectural Design Honours 
_Bachelor of Multimedia Design 
_Bachelor of Multimedia Design Honours 
_Graduate Certificate in Interaction Design 
_Graduate Diploma in Interaction Design 
_Master of Interaction Design 
_Master of Architecture 
_Master of Philosophy (Architecture) 
_Master of Philosophy 
_Doctor of Philosophy 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.uq.edu.au/  
---------------------------------------------- 
University of Southern Queensland 
Faculty of Arts 
Campuses: Fraser Coast48, Springfield, Toowoomba49  
_Diploma of Creative Arts Foundations 
_Bachelor of Applied Media 
  _Majors: Creative Media (Multimedia)  
_Bachelor of Creative Arts  
  _Major: Creative Media (Multimedia) 
_Bachelor of Creative Arts (Honours) 
  _Major: Creative Media (Multimedia) 
_Master of Arts 
_Doctor of Philosophy 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.usq.edu.au/  
---------------------------------------------- 
University of the Sunshine Coast (USC) 
Faculty of Arts and Business 
Campus: Sippy Downs  
_Bachelor of Computer-Based Design 
  _Majors: E-media Design, Graphic Design and 3D Design  
_Bachelor of Design 
_Bachelor of Design and Communication 
  _Majors: 3D design, E-media Design, Graphic Design  
_Graduate Certificate in Digital Design (Electronic Media)  
_Graduate Certificate in Digital Design (Print and Imaging)  
_Graduate Diploma in Digital Design (Print and Electronic Media) 
_Master of Creative Arts50 
_Doctor of Creative Arts 
_Doctor of Philosophy 
 
Level of engagement: Tertiary & Postgraduate/Research 
More information: http://www.usc.edu.au/Home.htm  
---------------------------------------------- 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
48 Regional campus, located on the Queensland coast at Harvey Bay (45 minute flight or a four hour drive 
from Brisbane CBD) 
49 Regional campus, located two-hour drive west of Brisbane. 
50 This is a Higher Degree by Research - one of the key research areas ‘Design (New Media)’ 
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Unlimited: Designing for the Asia Pacific  
Queensland Government Arts Queensland - Department of Visual Arts, Craft & Design | State Library 
of Queensland (SLQ) 
Unlimited: Designing for the Asia Pacific 2010 was an week-long international initiative of 
more than 67 events including public talks, workshops, exhibitions, a business symposium, 
and a series of master classes and youth events, to promote the value of design thinking in 
shaping a positive future for the Asia Pacific region. Key design education events included: 
 Food Futures Workshop – A two-day hands-on workshop led by IDEO’s Paul 
Bennett, encouraging entrepreneurs, creative thinkers and community leaders to 
consider future strategies for global sustainable food supply, production and 
consumption. (Continuing Professional Development) 
 Smart Cities Masterclass – A two-day masterclass guided by Professor CJ Lim, 
leading a team of internationally respected architects and design thinkers in a multi-
disciplinary, ecosystem-based design approach, to create a set of hypothetical 
satellite ‘Smart Cities’ to Brisbane. (Continuing Professional Development) 
 Platform Mobility Workshop – A one-day workshop led by architect and trans-
disciplinary designer Dr. Michael Trudgeon of Crowd Productions and a multi-
disciplinary team of 30 transportation and urban mobility specialists, to explore the 
redesign of future public transportation systems to improve accessibility, usability 
and safety. (Continuing Professional Development) 
 Emergent City Workshop – This two-day workshop brought together leaders from 
architecture, planning, construction, environmental services, hydrology, agriculture, 
urban informatics, energy, waste, transportation and government, to explore 
strategies for designing healthy, sustainable, equitable and socially balanced urban 
environments. (Continuing Professional Development) 
 ACDC Design Catalyst Forum – The network of Australian Craft and Design Centres 
(ACDC) hosted a national industry forum aimed at visioning a future with greater 
understanding of, and recognition for, design, bringing together a cross-disciplinary 
group of respected curators, policy makers, practitioners and commentators to 
articulate new directions and priorities. (Continuing Professional Development) 
 Innovation Camp – This weekend workshop brought together a diverse group of 
individuals, from programmers and designers to business minds, all interested in 
learning through experiencing the process of starting and launching a startup 
venture. (Continuing Professional Development) 
 Generation Workshop – Two one-day workshops (facilitated by QUT School of 
Design, KGSC, DIA and QATA), each involving 50 secondary school students, 10 
secondary teachers, 10 professional designers and illustrators working in teams to 
consider new strategies for various themes of Food, Water, Transport, Ageing, 
Growth, Employment, Shelter, Health, Education and Energy. (Secondary School, 
Continuing Professional Development) 
 Learning by Design Workshop – An interactive one-day workshop (facilitated by 
QUT School of Design, KGSC, DIA and QATA) involving 50 secondary school 
teachers, 10 professional designers and illustrators to investigate design thinking in 
the classroom, based on the themes of the Generation Workshop. (Secondary 
School, Continuing Professional Development) 
 Pen Plan Parlour – A two-day interactive workshop for children to speculate on the 
city of the future, exploring themes of sustainability, urbanisation, population, 
densification, and fun, using a custom-designed, reconfigurable scale timber model 
of the Brisbane CBD and mentored by design professionals. (Primary school) 
Level of engagement: Primary school, Secondary school, Tertiary and Continuing Professional Development 
More information: http://unlimitedap.com/events/2010-event/ 
http://eprints.qut.edu.au/47762/; http://eprints.qut.edu.au/47750/ 
---------------------------------------------- 
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Urban Design Alliance Forums 
Urban Design Alliance of Queensland (UDAL) 
The Urban Design Alliance of Queensland is an organisation of built environment 
professionals, institutions and related groups, as well as individuals interested in urban 
issues, committed to improving the quality of urban life throughout Queensland. UDAL host 
a range of events including one-day seminars, master classes, monthly forums and an 
annual symposium.  
Level of engagement: Continuing Professional Development 
More information: http://www.udal.org.au/index.php/events/udal-events 
---------------------------------------------- 
Vibrant City 
Smartartz  
Vibrant City was a ‘youthsourcing’ workshop program, fusing community engagement and 
design-led thinking to produce creative concepts for the redesign of a train station at South 
Brisbane. 
Level of engagement: Secondary school 
More information: http://www.smartartz.org.au/our-approach 
---------------------------------------------- 
Widening Learning & Participation – goDesign Express Program 
QUT School of Design, Faculty of Built Environment and Engineering/Faculty of Creative Industries 
Design activities (45-60 minutes), delivered by lecturers and tertiary design students, run as 
part of the wider QUT WL&P program in the school environment, aim to raise awareness 
about university and courses for students from lower socio-economic backgrounds. 
Activities are experiential and thus far have been focused on place-making, highlighting the 
role of the built environment and other related design disciplines and professions. In 2011, 
design activities run over three Visual Art school sessions for Year 10-12 students, were 
delivered at Morayfield State High School and Narangba Valley State High School.  Content 
has been developed from the goDesign Program and by other university academics. 
Level of engagement: Secondary school 
More information: http://www.qut.edu.au/about/equity/widening-participation  
---------------------------------------------- 
Year of Creativity  
Kelvin Grove State College (KGSC) | Queensland College of Art Griffith University 
This range of programs in 2009, involved interdisciplinary partnerships between subject 
areas, with an emphasis on student creativity and staff professional development in design:   
 TAD (Technology and Design) - Students designed CO2 Racers and then raced 
them in the hall. 
 Art & Japanese – Origami workshops 
 Design – Design All Day workshops for the middle school using problem solving, 
idea generation and implementation 
 Science/Engineering/Maths – Origami workshops to open up creative approaches 
(such as intricately folded solar panels to increase available surface area) 
Level of engagement: Primary school & Secondary school 
More information: http://yearofcreativity.deta.qld.gov.au/;  
http://www.kelvingrovesc.eq.edu.au/autoindex/index.php?dir=Archives/2009_archives/&file=news090313.pdf 
---------------------------------------------- 
APPENDIX 
REPORT PREPARED BY QUEENSLAND UNIVERSITY OF TECHNOLOGY      PAGE 85	  
© QUEENSLAND UNIVERSITY OF TECHNOLOGY 2013  
APPENDIX 2: PROGRAM SAMPLE EVIDENCE  
  
 
One of the skills the students have gained from this 
workshop that will help them in later life and will help them 
for university, will include how to express themselves in a 
group, to work cooperatively with each other, and to value 
each other’s ideas, so that they can appreciate that each 
person has different skills. (Teacher, Chinchilla State High 
School)   
The students have broadened their horizons so that they’re 
looking at different opportunities that they may not have 
thought of previously. (Teacher, Chinchilla State High 
School) 
I learnt about how to work as a team doing the design 
process, about how important organisation is to get it done 
on time. I most enjoyed the drawing in the process.  I learnt 
to throw around ideas before choosing the first one that 
pops into my head. (Student, Gladstone State High School) 
This program has helped me widen my thinking on 
design.  This will help me not only in my art subjects, but 
many other aspects of my schooling.  It encourages me to 
‘think outside the box’, to try many methods before 
deciding one path and the vital necessity of teamwork. 
(Student, Spinifex State College – Senior Campus Mt Isa) 
Today I learnt that the design process is quite long and hard 
to complete in one day.  Teamwork is very important and if 
your team doesn’t work together you won’t finish your 
product. Yesterday we learnt about inspiration for design 
and finding ideas for Bundaberg. 
(Student, Bundaberg State High School) 
I learnt that designers have to do a lot more research & 
planning before they actually begin designing.  They also 
have to consider how they want a particular place to feel 
and create the design accordingly. (Student, Chinchilla 
State High School) 
This task was really fun, trying to think of ideas and how to 
make them relate to Gladstone. Having a real industrial 
designer in for the day really helped us to understand how 
the design process works.  It was a challenging activity. 
(Student, Gladstone State High School) 
I never realised how fun it was. Everything worked out so 
much better, using the actual process. Going through the 
steps to make something awesome was heaps fun& pretty 
satisfying seeing our product come together at the 
end.  The brainstorming & picking of the best idea, the 
concept & final drawings & the making was so fun & the 
working with the team.  Our team got along pretty well & we 
all had great fun. (Student, Emerald State High School) 
There are many steps to producing something, e.g. 
sketching, brainstorming, discussing with team members.  It 
is very important to keep your team updated and informed 
with what’s happening amongst your group while working 
on different parts of the project. (Student, Emerald State 
High School) 
There was a lot more thinking and brainstorming and it 
actually got me thinking more about the world around me 
and how certain things or products come about.  Thanks 
guys XX. (Student, Spinifex State College – Senior Campus 
Mt Isa) 
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APPENDIX 3: RESEARCH OUTPUTS 
 
The findings of this study have been disseminated across a variety of mediums 
(refer Table 8): 
1. Full report & online publication 
2. Presentation 
3. Research paper 
4. Workshop  
 
Table 8: Research outputs, scope and project impact 
Research 
output 
Details Event, scope & reach of output Author/s Date 
Report Comprehensive summary of 
mapping study. Public dissemination 
of key findings of mapping study 
Public dissemination, available for 
download in PDF format through the 
Arts Queensland and 
QUEENSLANDERSIGNTM  website 
Wright, N., 
Davis, R. & 
Bucolo, S. 
2013 
Presentation Presentation of key findings from the 
mapping study 
Queensland Design Council Wright, N. 2013 
Research 
paper 
“The creative citizen: Understanding 
the value of design education 
programs in the knowledge 
economy” 
International audience, paper 
presented at The 2nd International 
Conference for Design Education 
Researchers, 14-17 May, Oslo, 
Norway (Wright et al., working paper) 
Wright, N., 
Davis, R. & 
Bucolo, S. 
2013 
Workshop Presentation of key findings from the 
mapping study  
Higher Education, Creative 
Engagement & The Creative Economy: 
The Australia Experience51 
Wright, N. 
& Davis, R. 
2013 
 
Research Paper 
DRS//Cumulus Oslo 2013 - The 2nd International Conference for Design Education 
Researchers 14-17 May 2013, Oslo, Norway  
Design Learning for Tomorrow - Design Education from Kindergarten to PhD  
 
“Designed artefacts and solutions influence our lives and values, both from a personal and societal perspective. 
Designers, decision makers, investors and consumers hold different positions in the design process, but they all 
make choices that will influence our future visual and material culture. To promote sustainability and meet global 
challenges for the future, professional designers are dependent on critical consumers and a design literate general 
public.  For this purpose design education is important for all. We propose that design education in general 
education represents both a foundation for professional design education and a vital requirement for developing the 
general public’s competence for informed decision making”. 
http://www.hioa.no/eng/About-HiOA/Fakultet-for-teknologi-kunst-og-design/DRS-CUMULUS-Oslo-2013  
Paper Title  
The creative citizen: Understanding the value of design education programs in the 
knowledge economy 
Themes: 
1. Challenges in design education methods 
2. Design education for non-designers 	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
51 This workshop is one of two Australian workshops to explore the experience and modes of engagement 
between higher education and the creative economy in Australia. The ARC Centre of Excellence for Creative 
Industries and Innovation (CCI) and the Creative Industries Faculty, QUT will host the Queensland workshop. 
For more information about this program please visit the Creative Campus UK website http://www.creative-
campus.org.uk/-qut-workshop.html  
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Summary of Paper 
The knowledge economy relies on the diffusion and use of knowledge as well as its creation 
(Houghton and Sheehan, 2000). The future success of economic activity will depend on the 
capacity of organisations to transform by increasing their flexibility. In particular, this 
transformation is dependent on a decentralised, networked and multi-skilled workforce. To 
help organisations transition, new strategies and structures for education are required. 
Education systems need to concentrate less on specialist skills and more on the 
development of people with broad-based problem solving skills that are adaptable with 
social and inter-personal communication skills necessary for networking and communication.   
This paper presents the findings of a ‘Knowledge Economy Market Development Mapping 
Study’ conducted to identify the value of design education programs from primary through 
to tertiary level in Queensland, Australia. The relationship of these programs to the 
development of the capacities mentioned above is explored. The study includes the 
collection of qualitative and quantitative data consisting of a literature review, focus groups 
and survey.  Recommendations for the future development of design education programs in 
Queensland, Australia are proposed and future research opportunities are presented and 
discussed.  
Keywords 
Knowledge economy, creative economy, design education 
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In the contemporary world, a new 
development paradigm is emerging that 
links the economy and culture, embracing 
economic, cultural, technological and social 
aspects of development at both the macro 
and micro levels. Central to the new 
paradigm is the fact that creativity, 
knowledge and access to information are 
increasingly recognized as powerful 
engines driving economic growth and 
promoting development in a globalizing 
world. “Creativity” in this context refers to 
the formulation of new ideas and to the 
application of these ideas to produce 
original works of art and cultural products, 
functional creations, scientific inventions 
and technological innovations. There is thus 
an economic aspect to creativity, 
observable in the way it contributes to 
entrepreneurship, fosters innovation, 
enhances productivity and promotes 
economic growth. 
United Nations Creative Industries Report (UNCTAD, 2008)
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